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Over 30,000 square miles of high resolution satellite scenery for Microsoft Flight Simulator 2004 


~ 


2 PACKAGES TO CHOOSE FROM: 


MegaScenery USA 2005: Pacific Northwest - Lite MegaScenery USA 2005: Pacific Northwest - 
You get 8 Gb of satellite scenery on DVD plus the printed product тапџај As well as 8 Gb of satellite scenery on DVD you get all the actual maps and 
including installation instructions and configuration tips. charts required to navigate your real world scenery. Includes: 1 Seattle Sectional 
Excludes aeronautical charts in the Full Kit version. 1 Seattle Terminal Area Chart and over 200 Instrument Approach Charts. Plus 
Price: 529.95 the product manual gives you full printed installation instructions and detailed 
scenery setting tips. Price: $39.95 
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Soar the skies above a Flight Simulator world 
that's more realistic than anything you've ever 
flown on your PC. 


Created from digitized 5 meter per pixel satellite 
and 1 foot per pixel aerial photographs this product 
captures the diversity and beauty of some of the 
most visually spectacular terrain in the USA – the 

t, Seattle and surrounding areas. 
Meda See Pacific Northwest captures all of 
the landmarks in the area just as you see them in 
real life. Experience the rush of flying within feet 
of the real Mt Rainier with it’s 14,000 feet peaks. 





MT RAINIER WITH HER 14,000 FT SNOW CAPPED 
PEAK. IT'S AS REAL AS REAL LIFE ITSELF. 


This product gives you 4 sceneries in one 

~ MegaScenery Day Scenery, spine tingling Night 
Scenery that maps every street, Winter Scenery 
that lays a blanket of snow over your MegaScenery 
world and the new MegaCity Technology. 


Stop fora moment to imagine the scenery world 
you've always dreamed of flying with Microsoft 
Flight аи ~ ~ Mey Pacific 
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SOAR RIGHT OVER THE TOP OF MT ST HELENS 
WITH HER GIANT VOLCANIC CRATER. 


Recently, Mt St Helens was going to erupt again... 
well now you can fly into her crater and explore the 
remnant spills of when she did erupt in the 80's. 
The Olympic Mountains, Mt Adams, Puget Sound 
and more... they're all as real as life and are just a 
few features the area is famous for. 

And then... to top off the realism MegaScenery 
puts you over the top of 

using our new MegaCity Technolow~ It's city 
scenery developed from high resolution aerial 
photography and will have you spotting even the 
finest details down to individual rooftops and even 
shrubs on golf courses. 





NEW MEGACITY TECHNOLOGY LETS YOU SEE 
THE FINEST DETAIL. RIGHT DOWN TO CARS 
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ORDER MEGASCENERY USA 2005: PACIFIC NORTHWEST TODAY, VIA ONE OF THE FOLLOWI 
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Ву telephone: From the USA ana Canada 


Call TOLL FREE 1-800-664-0033 


International Call: + 1-843-232-1160. 
Or order online 24/7 at www.megascenery.com 





9am to 5pm Mon-Friday EST 
In Australia Call: 1-800-807-747. 


іп the UK Call: 0124 


Welcome to this month's issue! This time around | thought I would discuss a topic that | receive many 
emails about from readers, many being new subscribers. Often emails come through requesting 
explanations as to why we don't cover the basics of flying in our lesson columns, t.e. where are the 
lessons on VOR navigation and using the ILS? And the list goes on. 


The reason why is simply because we have covered these areas in past issues and do our best not to 
repeat content in the magazine, so each issues brings articles that are fresh and new If you are loaking 
for specific lessons, please jump online and head to our magazine website – www.computerpilot.com 
- where you can find information on the contents of every issue published, all of which are available to 
purchase as back issues (except Volume 1 Issue 2 - sold out). Many back issues are also available at а 
greatly reduced price Back issues are where you will find all the basic flight lessons for new pilots, and 
in most cases, the information contained in these issues is still as reliable and accurate today as the day 
it was published. Many long-time subscribers archive their issues for later reference, allowing them to 
ао back and research a particular flying lesson or topic as the need arises. Occasionally we will re-run 

a flight lesson covering a specific topic to satisfy reader demand, but the lesson will not be а word-for- 
word reprint, instead it will cover aspects that were perhaps not covered in the initial lesson (usually due 
to space restraints) or look at the topic from a different perspective. This ensures maximum coverage 
and value for money. No one wants to pay for repeats right? 





Now, with that order of business out of the way, | shall move on. Our long running series on building © Publisher: Robert Ferraro 
your own home flight deck has been temporarily put on hold due to personal circumstances involving 4 
the series’ main contributor. Rest assured that ме will endeavor to have the series back up and running @ Editor: Dean Biclanowski "e 
as soon as possible (we know how keen many of you are about this one). In the meantime, we are H р гЗ 
beginning a new mini-series оп building your own Flight Simulator panels .. of the software kind. Peter „Ж... ум Design: ani lagos Pass 
Stark shows you haw you can build and modify your very own sim panel, beginning this issue, in what @ Contributors In This Issue: Derck Davis, Peter Stark, 
will likely Бе a three рап series. Be sure to check it out! Arturo Weiss, Francois Dumas, Chuck Водесп, й 
David Wilson-Okamura, Larry Coleman, Peter Dodds, 
If that 1s not your idea of fun, perhaps a challenging adventure to the North Pole might suit better? Genc Davis, Doug Horton, Andrew Jones, Код White, 
Peter Dodds made some interesting discoveries during his simulated trek to compile his story for you Al Pelletier, Ben Ippolita. 
this issue, and it's certainly worth а read For the combat simmers, we have the full review of Battle of e Subscription Managers: Australia: Adrian Lazzarotto 
Britain Il Wings of Victory, developed by Shockwave productions inc, and published by GMX Media, and USA: Mark Jakubowski 
all of this is just scratching the surface of the content we have for you this time around! и 
@ Editorial Submissions: Picasc address editorial matter 
So sit back, relax and enjoy exploring the August issue of Computer Pilot Magazine. to The Editor at editor(Z)computerpilot.com or to the office 


closest to you listed at the battom of this page. 


@ Advertising Inquiries: PC Aviator Inc. 
Phone: 843-232-1160. Email: advertising@computerpilot.com 


- 20 “БЕКА e Website: www.computerpilot.com 
ditor 
e General E-Mail: info@compurcrpilot.com 


@ US Distribution: Ingram Periodicals, International 
Репофса! Distributors, Media Solutions 
n your reading in Computer Pilot Magazine € Printed By: The RL Bryan Company (USA). 
by visiting the Computer Pilot web site at «^. computerpilot.com ө Disclaimer: Any fora, advice; mihi КРВНИ 





and other information published in this magazine is exclusively 
for use with PC flight simulations. The publisher docs not 
accept any liability for any accident or incident arisinp from any 
information conveyed or implied in this publication. 


As well as features for first time visitors, the web site is 
designed with our readers in mind. 


J Renew your subscriptions on-line m Copyright: © Copyright 2005 The PC Aviator Pty Ltd 
Notify us of address changes Incorporating PC Aviator Inc. АН rights reserved. None of 
Join our electronic mailinglist – SubscriberNews the information in this magazine may be reproduced in any 
form or stored via any electronic means without the express 
permission of the publisher. 
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6 NEWS AND NEW RELEASES 


АП the latest news and new releases since our last issue. 


REVIEW 











M iy Ам, 
10 Shockwave's Battle of Britain i! 

21 PC Aviator's MegaCiTY Dallas / Ft. Worth 
54 Flight 1's Pilatus РС-12 


16 D.I.Y. PANEL BUILDING - PART 1 


Following on from his popular series on D.I.Y. Scenery creation, Peter Stark 
offers the first article in a multi-part series on creating your own aircraft panels 
within Microsoft Flight Simulator. It will look at all the basics for the beginning 
flight deck designer. 


25 FiYING THE VIRTUAL COCKPIT 

Flying your aircraft using the virtual cockpit mode offers enhanced viewing 
of your virtual world, although it does require à new set of skills to manage 
effectively. Francois Dumas explains the pros and cons of using the МС! 


30 ENHANCING YOUR X-PLANE MODELS - PART II 


Chuck Bodeen loaks at adding moving and animated components to X- plane 
aircraft models to help raise them to a higher level of quality 


36 FREE FLYING IN HAWAII – PART | 


Ready for more geographically-inspired flying? Following on from our VFR 
adventures in the Pacific Northwest, Dr David crosses the Pacific to Hawai 
where the keen aviator can experience some challenging flying set against 
same of the most unique scenery in the world. 


50 DESTINATION: NORTH POLE 

Peter Dadds attempts to fly to the North Pole in Ғ52004, but comes up against 
а scemingly ‘impenetrable’ object. What is it? Find out, and follow along on 
the journey north with Peter this issue. 


38 FRACTIONAL OWNERSHIP AIRLINES 


Spend а меск as a fractional airline pilot and experience some of the most 
interesting flight assignments imaginable! Doug Horton explores the fractional 
ownership concept and provides a realistic eight-day pilot schedule for keen 
pilots to recreate in their simulators. 
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68 UNUSUAL AND DANGEROUS AIRPORTS IV 


We have a couple more unusual, interesting and dangerous airports far you to 
challenge your flying skills and hone your technique at, all white weanng out 
the front edge of your pilot's scat! 


72 HARDWARE CORNER 





Power supplies, headphones, speaker systems, keyboards and cases. We have 
mini-teviews of some cool new products hitting the PC hardware market 


76 FLIGHT INSTRUCTOR ~ THE SCIENCE OF TRIM 


Ben Ippolito explores the art of tiimming an aircraft, including theory and 
practice... “We trim the aicraft because ме pilots ace a slack breed, we don't 
like to do much work!” 


81 GROUND SCHOOL: ENGINES 


It’s an integral part of the airplane But a lot of virtual plots do not actually 
Know а lot about it! This month we take a closer look at engines and how they 
provide the power to get you airborne 


86 ROUND ROBIN ADVENTURES 
This time around we are flying the Airbus A300-600 for UPS on a regular 
transport toute in Central Europe. 


PLUS OUR REGULAR COLUMNS: 
4 EDITOR'S COLUMN 


What's on his mind this month? 


35 INBOX 


Your letters to us. 


46 PULL OUT POSTER 
"Takeoff! 


64 FREEWARE FRENZY 


Mare great mini reviews of freeware offerings! 





Йй | NEWS & NEW FLIGHT SIM RELEASES 


Migman Grants Free Site Access 


ONE OF THE BEST historical accounts 
of the evolution of flight and combat 

flight simulation history online can be 
found at Peter “Міртап” Inglis’ website 

- www.migman.com 

Initially only available to paid 
"subscribers", Peter is bucking the trend 
and has allowed access to anyone and 
everyone with an internet connection and 
web browser. at no cost. On the site vou 
can find listings and details of just about 
every civil and combat flight simulator 
ever made. dating back to 1980, and 
current to 2005. Even many add-on packs 
for the various sim platforms are listed, 
along with text details, small review s, 

or opinionative pieces for each product. 
Additionally. many listings also include 
a handful of screenshots that will really 
take your mind back to ‘old’ days of flight 


ABOUT THE ONLY TIME you might 
want to get caught in crossfire is if you have 
ATI's new Crossfire?" technology! The new 


technology from the graphics chip developer/ 


manufacturer is ATFs answer to nVidia's 
rejuvenated SLI multi-card solution. 

"ATI S CrossFire propels vour gaming PC 
to a new pinnacle of performance with the 
ultimate multi-GPU consumer graphics 
solution... CrossFire S unique parallel 
processing technology has development 
roots going back to ATIS multi-GPt 

Rage Fury MANN) Based on the same 
technology used with ATI-hbased commercial 
flight simulators, CrossFire soars into a 
new dimension of graphics capability with 
multiple Radeon graphics processing units 
(GPUs) working together in vour РС” 
ATI's CrossFire boosts image quality along 
with rendering speed, eliminating the need 
to crank down screen resolutions to pet 

the high image quality you want. You will 
require a crossfire-compatible motherboard 
to begin with, and either а Radeon X800 or 
X550 series graphics card, then you purchase 
а same series Crossfire-enabled card from 
Radeon to add into vour system. With two 
cards in the system. the PC сап utilize the 
full power of each to render your graphics at 
much faster speeds. So what is the difference 
between Crossfire and the competition's SLI 
technology? According to AT]; 
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a CrossFire can enable multi-GPU rendering 
on all applications. 

e CrossFire supports more rendering 
modes. Supertiling evenly distributes 
ће workload between the two GPUS to 
improve performance. CrossFire can use 
multiple GPUs to improve image quality 
rather than perlormance with Super 
antiahasing (AA) modes. Supertiling and 
SuperAA modes are only supported ou 
the CrossFire platform. 


simulation. and in doing that. you realize 
just how advanced our current generation 
simulators are in comparison. 

Anyone remember Digital Integration’s 
Fighter Pilot title trom way back in 1985 
that run on the Atari 800 and Commodore 
64? Perhaps Chuck Yeager 5 Air Combat 
from 1990 is more familiar to many? On the 
civil aviation side you can reminisce over 
such classics as Flight Simulator 5. Flight 
Unlimited, or Sierra’s Pro Pilot which 
promised so much but never really took 
hold of the market following its release. 
And the space fans are not left out either. 
however, this section is still heavily under 
construction, according to the pages 

So Íree up some time and take a free 

trip back through simulation history at 
Migman's Flight Simulation Museum. You 
will certainly find something of interest. 





* CrossFire is ап open platform that supports 
multiple components and graphics cards 
that can be mixed and matched in a single 
system. Competitive muli-GPU solutions 
are constrained to supporting identical 
graphies cards. 

[ime will tell which multi-card technology 

proves Victorious, but for now, you can check 

out the latest information and features of 

ATI's crosstire technology at their official 


website = муља со 
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"l work "the 
al London City Airport "[he most accurate 


and it's amazing just how 
realistic this 15117 


30 scenery 
1 have ever сееп БИШ 


1111115 
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e Po ( 
' @ 50 sq miles defaılod стуарс мевету! 
Take off from London's unique Docklands А м ісайс (ту piper 
airport and explore one of the world's © London Air Ambolance Нейрад + 
] © Docklands, Thames Barrier, Dome, Dortiord Bridge aad more 


most vibrant cities from the air! Ө Geagtuphically acrorate rivers, dorks, parks and tales 


" тат absolutely speechless." WWW.UiSUalflight. НЛ "One word_ FANTASTIC!" 


Horizon Release VFR Netherlands 


square miles of coverage also includes a 

30m terrain mesh elevation model for added 
realism, interactive water bodies (meaning 
you can land and take off from them in 
appropriate aircraft), repositioned 3D objects 
to fit the new textures, and is compatible with 
all the default airport scenery and airpon 
positioning in Flight Simulator 2004. Priced at 
USS44.95, the package isn't the cheapest add- 
on going around but considering the coverage 
size, the add-on does offer good value, but 
naturally, you have to tly in the Netherlands 








HORIZON SIMULATIONS have released 
their latest VFR scenery title covering the 
entire country of the Netherlands. Created 
from highly detailed aerial photography. 
"VFR Netherlands lets you fly over every 
square inch of the scenic Dutch landscape in 
breath-taking photographic detail and enjoy 
the same views from your virtual cockpit 
that real pilots see when flying over Holland. 
By replacing the representative (default) 
scenery for the Netherlands (provided by 
Microsoft) with real aerial photography, 
VFR Netherlands gives you spectacular 
views of the whole country in your simulator. 
allowing you to take in a completely new 
perspective of the Dutch landscape at a 
fraction of the cost of flying for real." 

The package which features around 16.000 


Visual Flight Sets Sights 


VISUAL FLIGHT AND LANDMARK 
SCENERIES are planning to release their 


regularly to make the most of it. 

The growing coverage of such VER scenery 
products by several publishing companies 15 
helping expand the realism across the globe! 
Гог more information on the VER Netherlands 
utle, head to www.horizonsimulation.com 








on Houston 


special event scenery, and the Пуна Flight 
Londen package, Which the new Houston 
City Scenery otlering will bear à close 












‚ а 
| а " НЕ latest cityscape scenery, Houston City 
j! Ч i 1 [| Scenery, during August / September this resemblance with in regards to the detail 
n - п Wins year. Houston will otter custom 3D models and scenery density present in the package. 
n M F “ e of the buildings and landmarks of the fourth Like the London scenery, the Houston 
My ~ T me ~ | i largest city п the USA, complete with scenery IS expected to be coded in a similar 
ү с Н i 4. : a photographic scenery base and high- manner that will keep sim performance and 
MH ~ i, H il | resolution photographic ground testures to frame rates as high as possible. The scenery 
"i u " il п 4 || complement the detailed buildings. ШЕ Is expected to be scalable via the standard 
— = il T {+ : п i title should be a huge hit w ith the locals, FS detail slider багу, and optimization of 
— || Т il il | 4 | and any pilot who regularly files in to, or the scenery code itself!) The add-on will 
~ il T ii ше: У а TL ! out ot the Houston City area. Visual Flight be compatible with both Flight Simulator 
d 2 ii F - A i ^ 1 gi? have made a name for themselves in the E 2002 and 2004. No price has been set 45 
IN аи ваја п И 5 ; 968 add-on scenery arena w uh titles such as ГРА Val. Keep an eye ош on the Visual Flight 
— B8 Ва an n i HHF | p Terrain and VER Photographic Scenery Website for more information on this 
mum 88 asian EEE $ ane covering the ОК, the Fairford Air Tattoo upcoming new scenery release - ћир: 
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NEWS 8. NEW FLIGHT SIM RELEASE! 


Premier Aircraft Collection Now Available 


FLIGHT SIMULATION add-on software 
publisher. PC Aviator, has released, in 
pannership with Carenado. CD-ROM 
versions of Carenado's Beech Bonanza F33A 
and Piper PA-28-236 Dakota aircraft add-ons 
for Microsoft Flight Simulator 2004. 
Renowned for their superb, high quality 
aircraft design, Carenado's downloadable 
aircraft have been enjoyed by thousands of 
flight simmers. The Bonanza and Dakota. 
just two of a number of fine general aviation 
aircraft made by Carenado, will now be 
available 10 a much wider audience who 
prefer the purchase of a boxed product with 
physical media and a printed manual 

The two aircraft on ofler are the finest 
replicas available of their rcal life 
counterparts and will give flight sim pilots 

a great pair of higher performance, single 
engine general aviation prop aircraft 10 

soar the Flight Simulator skies. Each model 
features (as Standard) interactive virtual 
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FALCON 4 FANS have been hanging inverted 
waiting for this ttle... “The flight simulation 
franchise that sold more than 900,000 units for 
the PC retums in an unprecedented fashion, 

as Graphsim Entertainment introduces /“а/соп 
4.0: Allied Force." 

Allied Force is пога new simulator software 
per se, but it might as well be. The simulator 
has been overhauled with so many new 
features and improvements that it could 
easily be termed the official "sequel to the 
original title. 

New advancements implemented in Falcon 
4.0: Allied Force include а new Balkans 
Theatre of Operations with 18 upgraded or 
new campaigns; а new multiplayer engine 
with simple user setup interface; new high- 
1)" lerram mesh and terrain textures, 
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cockpits, fully IFR equipped panel and 
gauges, realistic light effects on gauges. night 
light effects. full moving parts. dynamic 
effects/shine/reflection, realistic textures, 
printed manual complete with checklists 

and performance specs, realistic weight and 
balance and aircraft modeling. 


alcon 4: Allied Force 
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and vastly improved artificial intelligence for 
better ground strikes and air-to-air combat. 


Other sophisticated features of Falcon 4.0: 

Alhed Force include: 

“ Pilot three different variants of the F-16 
Fighting Falcon. 

* Two operational theaters: Korea and the 
Balkans. 

* A variety of air-to-air missiles such as 
the AIM-120 AMRAAM and AIM-9 
Sidewinder. 

* Cooperative or adversarial multi-player 
fight over a LAN or internet. 

© Wide-sweeping pround, air and sea radars. 

* Real-world doctrine and tactics from 
wingmen in all aspects of their missions. 

“ AWACS assistance Ior finding targets 


Hits Stores 
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PC Aviator/Carenado's Beech Bonanza 

F33A and Piper PA-28-236 Dakota are 

both priced at USS22.95 each. Both can 

be purchased online at PC Aviator now — 
www.pcaviator.com - and both wil! also have 
a limited retail distribution in US retail stores. 
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when defending from interception. 

* Anarray of challenging enemy aircraft, 
as well as sea and ground defenses - all 
of which employ real attack and defense 
tactics. 

* Authentic Air Traffic Control procedures 
via your aircraft's radio. 


The combat sim fans will be rubbing their 
hands together in anticipation of flying this 
new Falcon 4 title, if they are not flying 

it already! And at the low price of just 
USS29.95. Allied Force should prove Just 
as popular (if not more popular) than the 
original Falcon 4 package. It ts compaub 
with Windows 98 and higher. Check 

out httpz//www.graphsim.com/ lor full 
production information. 
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ваше of Britain II 





Wings of Victory 


BY DEREK "BARON" DAVIS 


J hen И was first released in 2001, Rowan’'s original 

Battle of Britain was penerally considered to be а bold 

and ambitious project. The developers sought to not 
only produce a historically and technically accurate portrayal of 
the battle at every level, but they were also driven by а desire to 
move away from the sterile and predictable offerings of previous 
flight sims. This they achieved by, firstly, injecting ‘mood’ and 
atmosphere into the simulation, both in terms of audio as well as 
visual presentation. Secondly, preat attention to detail was paid at 
every level. 


Buttle of Britain also provided the player with the ability to not only 
lake on the role of either a British or German pilot, but also that of the 
overall Commander of either side. In essence, BOB allowed you to 
view the battle from both a strategic as well as a tactical standpoint. 
BOB was a game of two halves - a flight sim and а war game. 


Although aspirations were high, BOB still had а few issues. 
For example, although the graphics engine was ‘adequate’, it was 


10 


not ‘state-of-the-art, with the cockpit areas lacking the refinement 
and finesse we have come expect from contemporary flight sims. 
However, the biggest issue for me was the fact that BOB was not 
[rame-rate friendly, with stuttering being à constant irritation. 


The source code for BOB was released into the public domain, and 
an unofficial dedicated group calling themselves the Battle of Britain 
Development Group (BDG) did an admirable job to further develop 
and maintain interest in the simulation over a period of ume, releasing 
periodic upgrades 10 the original product. 


Now Shockwave Productions have taken over the reigns by 
releasing the first otficial major upgrade of BOB under the title of 
Ваше of Britain И ~ Wings of Victory. h should be noted that some of 
the work started by BDG has been incorporated and improved upon 
in BOB Il. Their main goal has been 10 endeavor to build upon the 
sound gameplay of the original by upgrading key areas of the sim: 
ultimately providing the player with à more intense and immersive 
combat experience. 





Battle of зена - the original 

Before we can appreciate the enhancements made in Ваше of 
Britain I] - ings of Victory, wc need to first look at the contents 
of the original package. At this point, it is worth stating that the 
original game design and structure has been retained in BOB И. 
So. firstly, as stated earlier you can either fly as a pilot or take 
command of the battle strategy for either side - British or German. 
Ваше of Britain also allows you to fly five aircraft: thc Hawker 
Hurricane, the Supermarine Spitfire. the Messerschmitt Bf109E. 
the Messerschmitt Ме110, and the Junkers Ju-87B. 11 addition. 
you can also man the gun positions of the bombers. These 
include: the Heinkel Не 111. Junkers Ju88 and the Dornier Dol 7. 


As a general rule. the quickest way to discover the ‘character’ 
of a combat sim is to go to the ‘Main Menu’. What you find 
there will tell you a lot about how a developer has approached 
his subject. In this instance. BOB provides a multitude of 
options when tt comes to the way the sim can be played; both 
in terms of missions and level of difficulty. Options are also 
offered to configure the game to run optimally on your PC. 
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In terms of gameplay. BOB provides two ways of playing. 
Firstly you can choose single missions, known as "Quick 
Shots’. or alternatively, you can embark on a career as a 
Commander. Even if you choose the strategic route, you are 
still given the opportunity to fly individual missions yourselt 
within the Campaign scenario. 


If we take a closer look we find that "Quick Shots’ is a 
means by which you can ease your way into the game. It also 
gives you the opportunity to try out different aircraft under 
different operational situations for either side. Looking at 
the missions contained within this section, one is struck by 
the thoughtful and logical way in which the missions ћаус 
becn presented. They are subdivided into sections akin to 
a training schedule. So you begin with the "Basic Training 
section (takeolT, landing, circuit practice etc), then you 
move on to Advanced Training (formation flying, engine 
failure landing etc), followed by Dogfighting, Ground 
Attack, Interceptions. and finally ending with an ^ Historic? 
section that provides six scenarios based on actual historic 
engagements that occurred during the battle. 


The Strategic side of BOB is where this sim really shines. 
As а Commander for the German or British side, you are 
given unprecedented control over your resources and their 
deplovment. Even to this day, BOB's dynamic campaign is 
probably the most complex campaign management module 
yet seen in à simulator. You сап play the campaign starting 
on July 10th 1940 straight through to September [Sth 
1940. Alternatively, you can jump into the campaign at the 
start of one of the four ‘Phases’ of the battle:- Convoys, 
Eagle Attack, Critica! Period, and The Blitz. 


As a RAF Commander your role is one of detense, 
where you have to react to incoming raids by serambling 
fighters, while at the same time holding enough in reserve 
so that you have enough cover when you most need 
it, As a LuftwalTe Commander you hold the initiative 
because the RAF has to react to the raids that you launch 
against it. The RAF operations room is presented as a 
very detailed representation of the real thing. Ultimately, 
your tools allow vou to micro-manage every aspect of 


Spitfire 


BOB 1175 SPITFIRE COCKPIT. 


" ws d bl 5 

«mnt Pet " > “=> ‚ы и ˆ 

1 шу ۵ dro د دیص‎ t 
„2 


CLOSING FOR THE KILL! 


МА a O 
E > яа 














м 
>. 
E 
~ 
| BATTLE OF BRITAIN I = BATTLE OF BRITAIN 1 
| 
: 
| 
| 
Y 
J 

P | A 

~ 9 g | 

| 5 214 4 

"mA 22 ТМ ~ 
e ë í 






THE DETAILED COCKPIT OF THE 
MESSERSCHMITT 110. 








Р и ` 
| d RM 
= 
— ts | 
F КЕТА 
m 
ж” ~ ~ 
< | o | "А 
p к = м 4 1 
| \ а DN 


AN INTERNAL AND EXTERNAL SHOT OF 
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SCOTT GENTILE 





Computer Pilut: //i Scott thanks for agreeing 
to do this interview: 

So, the first question is why did you decide to 
re-visit Battle of Britain? 


Scott Gentile: | will never forget the first 
time 1 played Rowan's Battle of Britain. My 
memorable moment was being at the top of 
а loop. about to stall. and having to drop the 
plane's flaps and pull back the prop pitch 

to vive the aircraft that extra “oomph” to 
make if over the top - the thrill of success. 
the satisfaction of making a good decision. 
Rowan’s Ваше of Britain is the result of a 
huge effort from many talented and dedicated 
developers. In the first few weeks of our 
development we read many of the in-house 
developers notes, design docs, plans. and 

so on, and were taken back by this team's 
relentless drive towards realism. 


The game delivered strengths in areas that are 
typically hardest to pull off, like a compelling 
single-player battlefield environment. realistic 
flight modeling. and probably a definitive 
strategic campaign system. This stuff doesn't 
happen ovemight; it only happens with а clear 
vision, lots of trial and error, and a lot of hard 
work. We were proud to jump into the nuts and 
bolts of what already made this eame magical 
and enhance that quality to make something 
even more special. 


CP: What were the main objectives in terms of 
design and content? 


Scott Gentile: Our main objectives were the 
following: 


Flight Modeling: 
Replace the input system for а more stable and 
improved response from taday's controllers. 


Aircraft: 

Anew DirectX9 hich-poly rendering system 
was designed in, ta accommodate high quality 
aireralt inside and ош. We have sharp textures 
and smooth surfaces that even slower hardware 
can render more efficiently. A notable feature 
of the original eame was allowing the player 
to lean their head out of the canopy (especially 
helpful during taxiing). This feature was 
maintained and the aireralt were built much 
more complete for this reason. 1 you own 
TrackIR, you can move closer to the gunsight, 
look over the nose during landing. look over 
your shoulder, or just look wherever vou want 
to. The aircraft appears correctly from any 
angle - not jast when sitting in the center of 
ће cockpit. Phe aircraft are weathered из they 
were at the time, and the clickable cockpit 
support was carried forward, which makes 
startup procedures easier and more fun. 


Weather: 


Flying these aircraft in and around the clouds. 
sun, and over the water is breathtaking. | 
spend most of my time just soaring around 
the clouds in various weather conditions at 
various times of the day. The terrain is drawn 
out far. so when you are cruising at 15.000 ft 
or so, the world looks as it should. While you 
can skip the quicter times going to and from 
a heavily defended target, these moments are 
some of my favorites in this game. Coming 
home at dusk in almost апу weather is so 
enjoyable. Weather also affects the enemy's 
ability to see. including Britain's human 
spotters on the ground. 


Visual Effects: 

The explosions, bullet hits. smoke. fire. and 
all other visual effects are designed with our 
third generation particle system. It’s been 

my dream for a long time to have a custom 
visual effects system, and this is what we did 
for BOB |. The bomb blasts look almost like 
something out of a movie whether viewed 
close in or at high altitude. These аге living / 
breathing eflects - no two are the same. This 
just makes the act of shooting the ground or 
water а fun exercise, just as 1t would be in 
real life. One of the more impressive things 
to do is witness an entire fight ot level 
bombers drop their ordinance over a target 
arca, Watching the bombs walk across, hitting 
the ground and tareets along their path. 
Flying through heavy flak ts also another 
thing to experience. 


Sound: 


Almost every sound in the game has either 
been replaced or re-engineered to work with 
the new visuals. Fhe new aireralt engine 
sounds are wonderful. No simulation has 
ever properly modeled the sound an aircraft 
engine makes based on the prop speed and 
power, When you are cruising at speed and 
push the throttle forward, not only are vou 
pushed into vour seat. but the engine growls 
just like a real mechanical engine. When vou 
are pushing the engine hard, vou can teel it in 
vour bones. [he same goes for when vou pull 
hack on the throttle and maintain high. КРМ. 
like on а landing ог descent. The engine 
gives a high-pitched. саху, gliding sound and 
quiets down. There are nice bullet hit sounds. 
wine stress, stall bullet, and some comple 
landing wheel ground touch audio etlects 

In this game vou ean have fun just doing 
takeoffs and landings, zo-areunds, or just 
taxiing, Going through the cockpit checklists, 
starting the motor, leaning Out fo tavi, taking 
Off, ete. is Saustving as it is im areal aircraft 
The sound goes û long way in not only 
making a compelling air combat game. but 
alsa a proper in-cockpit flying expenenee. 


CP: What was the most challenging part of the 
work from a design point of view? 


Scott Gentile: This one is simple - unlocking the 
mysteries in this enormous code base - all one 
nullion lines of it. Working on someone else's 
project is akin to going into а mad scientist's 
laboratory after he has gone. The whole place 

is shrouded in mystery and the sense there is of 
an unlimited world at your fingertips. їй many 
wavs. upgrading someone else's game Is more 
difficult than just starting from seratch. Predicting 
umelines is almost impossible since most of what 
you have is unknown, especially in the beginning. 


CP: Personally, one of our favorite features of 
BOB H is the detailed and comprehensive wav 
radio communications have been treated. What an: 
your personal favorite features of the game.’ 


Scott Gentile: [agree with you on the was 
communications are handled in ВОВ; the radio 

is a Window into the wondertul A1 (artiticial 
intelligence). Туе been sitting here tor aimest Me 
minutes trying te pinperint a favente part or twa 
for vou and am having a ditlicult time doing so. 1 
know this sounds quirky, but | really can't break 
the game down into a few favente parts, Pin 
truly excited by and enjoy se many aspeets of this 
рате. The campaign - | cant say enough abeut 
it. The wav the aircratt feel; explosions. force 
feedback programming, dogti2hting, Track IR 
native cockpits, 1000 + зигота raids, mavi wung 
with real maps, engine (аташе / overheatiumz 
(пуни desperately to make и back home across 
the channel), bathing out, landing. ving through 
the clouds. молга, sneaking up en an enemy, 

the vast unknown in the skies. being a cunner. 
alter-actien reports, the in-game movies, histertcal 
missions, eranking over the engine fer the test 
tine, watelung history untold... Ehe fact thu ALI 
et these features аге a part of this game is mv own 
favente aspect ef this сате. 


СІ" fa your personal opinion, меки makes Battle 
of Britain П so diticrent тат ether sims? 


Scott Gentile: What makes BOB 1 so ditlerent 
ftom ether sins is thar it is not only massive in 
soppe, but that itis also extremely engaging and fun. 
\nother thing that bam proud of and makos us stand 
айап is our decision to Invest im the came ind not 
eeimpromise the physical product. Phere are mcs | 
bought ten sears ago thao d would never throw away 
because of the content included in the box. 1n the 
initial regul release et BOB 1. the customer vets an 
exclusive 52-minute DVD on the Battle of Batain 
with tons of amazing, authentic Кос, 140-роре 
рги manual, ағаны keyboard template. and a 
large 197 14" Iaminated зиар, 


Computer Pilot thanks Scott for taking the time to 
chat with us. 
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the battle. However. the complexity of this module 
means that it takes time to learn how to utilize all the 
information at your disposal. So, now that we have 

an idea of the basic structure of the рате, it’s time to 
focus on the enhancements that have been made in the 


new sim. 


Battle of Britain Il - Wings of Victory 
The first indication that changes that have been made 
to the original sim is seen when you examine the game’s 
‘Options’ screen. Here you will find a greater number 
of choices available. It includes new features such as 
the ability to alter the distance of gun convergence, a 
new controller configuration section, and an expanded 
graphical section. For me the biggest surprise was 
the native support for NaturalPoint’s TrackIR Vector 
Expansion. Although BDG had already managed to 
incorporate TrackIR support into one of its patches, the 
Vector support was a new feature. 


New sights... 
Incorporating Vector support has added appeal because 


of the complete graphical overhaul that has been carried 
out on all of the cockpits of the fiyable aircraft in the 
simulation. The difference between the old and the new 
is quite dramatic! Previously, the cockpits of BOB were 
lacking in quality, those found in BOB 1 are abundant in 
detail and finesse. И would be fair to say that, in terms of 


visual quality, BOB П cockpits are now оп a par with 
those found in the /L-2 Sturmovik series. And unlike those 
found in IL-2 aircraft, BOB H has clickable cockpits. This 
15 particular significant when you bear in mind that BOB Н 
also provides full complex engine management, which even 
entails priming the engine before starting. So, combined 
with a TrackIR Vector device, dogfighting is an even more 


Immersive experience. 


Externally, the aircraft visuals do not disappoint either. 
Gone is the previous ‘die-cast’ shiny toy-like look of the 
original BOB aircraft. These are now replaced with stunning- 
looking models that look more ‘correct’ in terms of color, 


tone and realism. 


The world you fly in has also been given a face-lift. The sky 
now contains new weather patterns which include building 
storm fronts containing voluminous and towering clouds and 
turbulence. These are preat for hiding in when trying to evade 
ап enemy. Unlike other sims, BOB П А.І. cannot see through 
clouds. so clouds can be used as part of your tactical strategy. 


The landscape has also been given a partial revamp, 
although not to the extent the developers would have liked 
in the time allocated. Colors аге now more subtle and less 
garish than before. However, the most dramatic change to 
the landscape is the rendering of the water. This has been 
‘modernized’ in appearance and, instead of appearing flat and 
lifeless. it now incorporates bump mapping with ripples and 
light reflections "dancing! on water surfaces. 


BOB H also comes with Shockwave's portfolio of trademark 
smoke and pyrotechnics, both of which add to the immersion 
actor. The smoke and lire hillowine from а stricken airerafl 
now looks more convincing and has а hypnotic effect on vou; 
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reminiscent in faci of that seen in films like the Ваше of Britain. Rather 
than immediately exunguishing. smoke will billow and rise from the 
ground for quite some time after an explosion, adding to the dramatic 
effect and overall combat environment experience. 





AIRBUS 






Combined, these new graphical updates dramatically change the 
‘mood’ and atmosphere of the original sim and help to immerse you 
into its virtual world. This is particularly evident at dawn or dusk when 
the rich peach-like colors, created by the sun, bathe the clouds, your 
aircraft, and the landscape below to create a dreamy sense of. well, 
virtual reality! 


The included aircraft modeis are the Airbus 
A330-200, A321 and A320, all with detailed 
cockpits. Real sounds, original paneis and 
instruments combined with realistic fight 
dynamics, are only а few of many highlights of 
these virtual aircraft. Further highlights of this 





Audio package are three highly detailed holiday airports in superb quality: 

Allied to the new sights of BOB II are the new sound effects that е Kos ғ Faro • Monastir. The unique southern charme of every 
have been implemented. You first notice it as you advance the throttle airport enhanced by the breathtaking night textures makes this 
of your Merlin or Daimler Benz engine. The sound of the Merlin is package something special. 


captured perfectly and, as with the real one, splutters if you push the 
nose forward in a negative “е” pushover maneuver as the engine is 
momentarily starved of fuel. Іп addition, the tone and character of the 
engine changes as you advance or reduce the throttle. 


The gun sounds have also been improved and now we have gunfire 
that sounds more realistic, particularly when the bullets have found 
their target. 


Conclusions 

Shockwave's Battle of Britain II - Wings of Victory is an 
impressive piece of work. It should, however, be seen as an 
evolutionary rather than a revolutionary product. Some of the 
changes that have been made are more obvious than others. I found 
the more | played this sim, the more I discovered, and often got shot 
down because I was more concerned with admiring the view, or 
had been distracted by a new feature 1 had not noticed before. The 
developer obviously has focused on improving as much of the sim 
in the time allotted to them and should be commended on the work 
done so far. However, it is apparent that, given the time, more could 
have been done on one or two areas, most notably on the landscape, 
although 1 have to admit that BOB H's landscape is a noticeable 
Improvement over the original. Another feature that has fallen 
victim to time 15 the Multiplayer module, which is not included in 
BOB II. This part of the original sim was, to be honest, always a bit 
"Лаку" at the best of times. 





Piper Cheyenne 


This add-on 15 an extraordinary replica of tne 
twin engine Piper Cheyenne for the PC. The 
package contains no less than tour versions 
of the most successful Turbopiop family 
Cheyenne Il, 1, ТА and ІХІ All four aircraft 
have been rebuilt and animated for the Flight 
Simulator in 3-D fashion right down to the smallest of details. 
Mechanical parts such as ailerons, rudders, flaps, engines and 
even windscreen wipers move just like in the original aircraft 





So when you combine these substantial upgrades with the 
features that already exist in the sim, such as; а detailed and 
realistic fight model, а convincing and realistic A.L. probably 
the most detailed and convincing radio and communication suite 
currently available, one of the most comprehensive and dynamic 
campaigns of any combat sim, coupled with the opportunity to 
experience epic battles with literally hundreds of aircraft in the air, 
you have a product that has phenomenal gameplay and impressive 
graphics. For me, this is what combat simulation is all about. 


— — — — — ----.----....----.--.--.-.-. 
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Ironically, all these added features do not have any noticeable 
impact on frame rates. In fact. the stuttering that ] mentioned 
earlier that plagued the original has now disappeared. 


So, I feel Ваше of Britain |, taken as a whole, is a worthy 
successor to the original and turns Rowan's original Battle of 
Britain into the kind of sim Um sure the original developers 
would have hoped it could have been! So 1 unreservedly 
recommend Ваше of Britain I - Wings of Victory vo all our 


im | Both addons are alco available at ош dovinload-shop: www serasot 
combat sim fans. > р N aeraso 


wmuw.aerosoft.com 
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W W Jcleome to this new series where we will learn about 
WW / the dark. mysterious world of panels, gauges, bitmaps 


Y Y and cabinet files. Now 1 must admit to beme somewhat 
of a panel есек. While many simmers enjoy creating or collecting 


beautiful рани jobs, I love to collect, create and modify panels. 1 often 


find even the most comprehensive and brilliantly written panels сап 
sometimes benefit from a "tweak! here or there to suit ту personal 
(aste. This series will eive vou the basic knowledge and ability to do 
tliis. as well as ect you started on the path to more complex panchs. 


First things first... 

The first thing we want to look at are the components that FS2004 
uses to create a panel for an aircraft. Examine your main S2004 
folder. If you regularly instal! add-ons and downloads. you will 
already probably be familiar with some of the sub-folders, such as 
Addon Scenery, Effects, Modules eve. Open the main Aircralt folder 
and then open the detault C172 folder (Figure 1). You will see several 
files and folders, one of which is called "Panel" (trumpet fanfare in 
background). Open the Panel folder and you will typically see several 
bitmap image files and а "panel.cfg" file (Figure 2). These are the nuts 
and bolts of panels, so let's examine just what these files are. 
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FIGURE 1: LOCATION OF THE PANEL FOLDER 
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FIGURE 2: CONTENTS OF A TYPICAL PANEL FOLDER 


Bitmaps 

A panel usually consists of a 1024 x 768 pixel background bitmap 
image ol the panel, with the aircraft gauges and switches layered 
over the top. For example. Figure За shows the default C 172 
background bitmap image before any gauges have been added. It 
ıs not necessary to have the ‘blanks’ in the gauge positions as the 
bitmap in Figure 3b shows. 





FIGURE ЗА: DEFAULT C172 PANEL BITMAP BEFORE GAUGES OR 
SWITCHES ARE ADDED 





FIGURE 3B: A SIMPLE BLANK PANEL BITMAP 


Within many add-on panel folders you will also often see several 
other bitmap files such as "FOWARD LEFT.bmp". These are images 
that FS2004 uses to create interior cockpit views when you change 
from the forward panel view to the side or rear views. They aren't 
essential to the beginning panel designer. but do add more realism 
as your skills develop. These bitmap files can be created using the 
Microsoft Paint utility that comes bundled with Windows. or you can 
use any number of commercial paint programs if you have them. 


You will notice that, in default aircraft panel folders, there are two 
main panel bitmaps. One is a 640 pixel image while the other is 1024 
pixels. This is a legacy from the late 1990°s when monitor and video 
card resolutions improved to the point where the simulator detected 
what resolution your system was displaying and would automatically 
select the relevant bitmap. FS200- will now only use the 1024 pixel 
image, which is why add-on panels usually only supply a 1024 pixel 
bitmap. 


PANEL.CFG - The panel configuration file 

АП configuration files in FS2004 contain information that the 
simulator reads to create the diversity we see in different aircratt, 
scenes, sounds and panels. These configuration files are all written in 
ASCII format so they are easily readable using the default Windows 
text editor - Notepad - or similar. 
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FIGURE 4: A SMALL PART OF THE DEFAULT C172 PANEL.CFG FILE 


[he panel contiguranon file provides us with a simple way of 
reading the instructions such as which background image FS2004 
should use, where the gauges will appear on our panel, what the views 
in and outside the cockpit will look like and where the switches are 
to be placed. In more advanced panels, it can also contain details 
of where the gauges will appear in the virtual cockpit. As this file 
contains most of the information we need to create ог modify panels. 
let's look at sume of the most common sections in more detail, Again, 
we will use the detault C172 panel cfg file as our reference. 
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Header 

This section (circled in Figure 4) isn't actually read by FS2004, but 
is used 10 record the name of the panel. what aircraft it is designed for, 
and the copyright information. 

Note that the double slashes are not required. This is a common 
practice amongst writers and programmers to mark their comments 
so they are easy to find when constructing and modifying files. 
FS2004 will ignore anything that is not preceded by a window title 
in the correct format as explained below. so you can record whatever 
information you wish here. 


[Window Titles] 

FS2004 will only read data from sections headed with standard 
phrases that are contained in the square parentheses “| |7. Open up the 
C172 panel.cfg file and you will see that immediately following the 
Header. we can see that the file refers to “[Window Titles]". 


This section then contains the name we have selected for the 
main panel. as well as any sub-panels used. While we are used to 
seeing just the main panel when we load an aircralt, clicking icons 
or pressing keyboard combinations can open up other windows such 
as the GPS or the radio panel. This section of the configuration file 
outlines the names and allocated numbers for each of these panels. A 
simple panel may only have the "Window00- Main Panel", whereas a 
very complex airliner panel may have another eight! 


[Window00] 

Immediately following the [Window Titles], we can see 
the [Window00] section. This section is the heart of the panel 
configuration file because it is this section that contains most of the 
details of the main 2D panel we use in FS2004. The details of any 
subsequent windows will also be preceded by "[Window01 |" etc, and 
contain the information to place the gauges and switches into the sub- 
panels. Read through the remainder of the Panel.cfg to see the GPS 
and Radio Stack examples. 


The correct format, or syntax, must be followed to allow FS2004 
to correctly read the details of the panel in each section, but it isn't 
complex. Examine the opening lines of the default C172 panel.cfg file 
| Window00] section; 


file 1024-punel background 1024.bmp: This refers to the name 
of the bitmap that this panel will use as discussed in the Bitmaps 
section above. 


size mm-640: The value of 640 indicates that the window 15 640 
millimeters wide. Panel designers tend to keep this value at 1024 
when using 1024x768 pixel panel bitmaps to avoid having to scale 
pans of the panel to allow the gauges to fit properly. When we start 
crealing our own configuration file in Part 3 of this series, we will 
be using this convention to keep things simple. 


position-7: This line tells FS2004 that the above bitmap image must he 
placed in the bottom center of the screen when this window is opened. 
This value can vary from 0 to 8. e.g. A value of 6 would place the panel 
in the bottom lefi hand corner of the window, while а value of 8 would 
place it in the bottom right hand comer. This line is useful when you 
wish to add sub panels such as the GPS. By changing the value to 2 in 
the GPS section of the configuration file, the GPS will automatically 
appear in the top right hand comer when it is opened. Take a look at the 
GPS window {Window02] in the C172 configuration file and you will 
see that it has been given a value of 8, meaning that when you open the 
GPS panel, и will appear in the bottom right hand corner of your screen. 
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visible-1: A value of 1 here means that the panel will be visible when 
you load this aircraft/panel. A value of 0 would mean that it isn’t 
visible when you first load, e.g. the GPS window. 


no luminous-1: This is an optional line and it is almost never used 
and we won't be using it in this series. 


ident-MAIN PANEL: This line is used to link the [Windows00] 
section to the [Views] section. e.g. when we want to alter the views 
from this main panel (see below for more details), we need to tel! 
FS2004 that, once it has read the data in this section, it must refer to 
the [Views] section for further display information. 


If you find any of these explanations difficult to grasp. don't worry! 
You will have a chance to become more familiar with this section, 
including the “раиреѕ01 =“ command in more detail as we progress in 
this series. 


[VCockpit01] 

This file also contains the gauge and switch placements for any 
virtual cockpit. So it is possible to modify the gauge and switch 
placement within a virtual cockpit by modifying these [VCockpit] 
sections. While creating virtual cockpits is beyond the scope of this 
series, it is useful to know where to edit them should you wish to. 





А - tu^ ЖШ. БА ' 4” VES. 
FIGURE 5: THE [VCOCKPIT] SECTION GIVES YOU THE OPPORTUNITY 
TO EDIT VIRTUAL COCKPIT GAUGE AND SWITCH PLACEMENTS 
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[Default View] 

The default view is the normal forward outside view you see out 
the window from the cockpit. i.e. if you removed the panel from your 
view, the [default view] parameters define what size the remaining 
external view is. Now, you can imagine that if you have designed a 
panel that is very large and leaves little forward visibility, then there is 
little point in having FS2004 refresh all that scenery that is hidden by 
the panel. This section effectively allows you to define the size of the 
outside scenery window that will be refreshed. A full screen is 8192 
units wide and 6149 units high and the starting reference point 15 the 
top left hand corner of your screen. 


If you look at a number of panel configuration files already on your 
sim, you will notice that the "x^ value is usually the full 8192 units 
wide. while the "у" value varies considerably depending on the size 
of the actual panel. The default C172 is set to à ^y: figure of 2500, | 
meaning that the default view will only refresh the scenery above this 
line. Note that the ^y value is measured from the top of the page. 
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FIGURE 6: THE DEFAULT C172 VIEW WITH PANEL REMOVED TO SHOW 
THE BLACK AREA BELOW Y -2500 WHICH IS NOT REFRESHED 


[Views] 

How often do you add an aircraft or panel and the external views 
don't look quite right while taxiing and landing? [ frequently adjust or 
add this section to panel configuration files to improve the visibility 
over the panel and to the side. You can of course ‘raise and lower 
your seat’ in FS2004 using the 'ShifUEnter' and *Shift/Backspace’ 
key combinations, but the increments are very large. Figures 7 and 8 
demonstrate good reasons to be able to master this command! Next 
month we will look at this section in more detail and teach you how 
simply you can make a permanent adjustment to the views. 
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[Color] 


This section controls the overall panel lighting (net the bitmap 
color). The 3 figures reter to Red. Green. Blue (RGB) values. Phe Day 
value of 255,255,255 provides white light to illuminate the panel. The 
Night values give vou the familiar red panel lighting. whilst Luminous 
provides the color of same gauge elements such as airspeed indicator 
and altimeter needles. The simplest way to tind the right values to 
suit vou ts to look at existing panels vou have and select the relevant 
values from that panel's contizuration file. 


Gauges and Switches 

Of course, all the information in the ceattguration file is quite 
useless without some gauges and switches to put on the panels! As 
lar as FN2004 is concerned, a landing light switeh and an airspeed 
indicator are the same type of tle, and beth are usually found in the 
"Gauges! folder. with a ПАС extension. 


In FS2002, Microsotl started using САН or ‘cabinet tiles? as well 
as the "ПАС files. These cabinet fles are compressed gauge files that 
contain several gauges and all the instructions and bitmaps required to 
display them. It is part ofa trend in Flight Simulater where more files are 
now being written using the NML format (including newer scenery files). 


While creating new gauges is comples, it is in fact quite simple 
lo seamlessly add them to your panels as we will discover in neM 
month's tutorial. [hey can generally ће obtained from two sources. 
You could just use the default gauges that come with FS2004, or you 
can download many from the major file libraries. Just be aware of the 
copyright issues discussed below. 
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You must be aware of this when you start using other people's 
work in your own designs. Basically. you cannot use anyonc else's 
gauges or bitmaps in your panel designs without first having written 
permission from the original author. The flight sim community is 
to be applauded in that | have never been refused permission to use 
some else's work in a panel. even if it's just for my own use. ft is not 
enough to just credit that person in your documents (although you 
should do this anyway) and you should offer to send him or her a 
copy of your final work. The story is a little different if you wish to 
create a commercial package, and royalties may need 10 be paid to the 


developer of the original material 


If you аге only writing panel configuration files that refer to default 
gauges already installed with FS2004 (i.c. you don't actually put 
any default gauges in your package), you should not incur any wrath 
from Microsoft as the end user must obviously stil! have purchased a 
licensed version to be able to use your panel in the first place. 


Phew - got all that? We will refer back to some of these sections 
as we start to modify and create panels later in this series. In the 
meantime, 1 suggest you open several panel.cíg files of your choice 
(AFTER you have made a backup and stored it in a safe place) and 
examine the file structures and syntax. Now that you have some 
background knowledge, you wil! be able 10 understand how they 
affect a panel's appearance and functionality. Next ume, we will 
continue by taking some existing panels and learning how to modify 
them using а simple text editor or a panel editor. > 
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BY ARTURO C. WEISS — ) 


W! was a typical Texas summer day 
|| - complete with bright sunshine and 
the stagnant wind so characteristic of 

the Lone Star State. Flying in the summer 
normally presents weather challenpes, 

but in Texas, the thunderstorms seem 
larger and "just plain ‘ole nastier” (as the 
cowboys would sav) than anywhere else. 

і was approaching Dallas International 
Airport fram the North. As air traftic 
control vectored me for the final, 1 could 
see some of the other airports beckoning in 
the distance. Redbird, Love and Meacham 
were alive with arriving and departing 
traflic. As I Hew over the runway at DEM, 
it was hard not to marvel at the number 
of vates each terminal had available for 
transitioning aircraft. After finding ту own 
gate, the engines shut down and paused 
ready for my next aerial adventure. 


” - 
E" 


This was only а virtual ји courtesy of 
my desktop computer vunning Microsoft 
Flight Simulator (MSES) 2004. However, the 
view outside the airplanes windows was Пірім 
levels beyond Microsofts default Scenery. You 
see, this was my first time experimenting with 
the new Мемаст У USA 2005 - Dallas Fort 
Worth scenery package. And 1 was more than 
impressed with this software package. 


Virtual Replication 

NMegaCITY USA 2005 - Dallas Fort 
Worth was created by placing Lt pixel acrial 
photographs има 52004, So, you're flying 
over an actual image of the Dallas. Fort 
Worth area. The result is an impressive 
virtual replication ef the busy Metroplex. 
Every highway, interchange, street. mall. 
stadium, ball field, river and stream 15 visible 
(and identifiable) from the virtual skies. 
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Let's face it, the Мерас) UY series of 
add-on packages have rendered images trom 
some ot the bustest cities in North America. 
most notably San Franctsee and Denver. 
The goal of the Dallas Fort Worth package 
was to replicate the thriving, busy, modern 
twin ety Metroplex the area around DEW ts 
known Гог. Dallas is one spectacular city ta 
experience from the air (both simulated and 
real). The package displass the incredible 
highway system with dozens ot inulti-lane 
roads and interstates. They connect to a 
network of roads spectacular to view from 
the real and simulated skies. 


The simulated neighborhoods are 
identifiable down to individual rooltops at 
vou live im the area, vou could even spot 
vour own гооћор). And while flying over 
the suburbs is fun for a while, recreating the 


21 





A w^c* us AS 
A'GOOD MIX OF.URBAN, COMMERCIAL'AND ОКЕЕМЕКУ ЛМ 
AND AROUND DALLAS 


LONE STAR PARK-WITH,THE FORMER DALLAS NAVAL AIRPORTT IN TEXAS STADIUM (LOWER RIGHT): د‎ са» 
BACKGROUND, EXTENDING INTO MOUNTAIN CREEK LAKE AND THE CITY OF DALLAS, COMING INTO VIEW (TOP RIGHT) З: 
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Metroplex's airports is what this package 

is all about. Aside from DFW Intemational 

- The world's sixth busiest — flight simmers 
will enjoy the ability to visit more than 

100 airports in the 4000 sq mile Metroplex 
region alone. Among the most notable are 
Dallas Love Field. Meacham International, 
and Dallas Naval Airfield, whose main 
runway extends out into Mountain Creek 
Lake. This package is obviously targeted for 
VFR flyers. but IFR pilots aren't completely 
left out - they can enjoy more than 100 
unique instrument approaches within the 
Metroplex. Note that no upgrades are made 
to the 3D objects of the airports themselves. 
or the runways etc, however, the textures 
underlying them are al! new and the airports 
blend into the surrounding scenery very well 
because the source images are real photos! 


Mega Technology 

Developers of the MegaScenery series 
learned from their previous offerings and 
vastly improved their product's look. thanks 
to their new MegaCity™ Technology. While 
5-meter satellite data 15 fine for cross-country 
and buzzing rural areas, it doesn't deliver 
the clarity required for large cities. So. 
the developers used original source data, 
consisting of ] foot per pixel imagery for the 
city layouts. That's 225 times the resolution 
of the 5-meter satellite data previously used 
in the LA and New York MegaScenery titles. 
Because FS2004 only suppons 5 meter per 
pixel as its maximum resolution. the 1-foot 
data 15 re-sampled back 10 5 meters but it 
still offers much more clarity. The results 
are clear and crisp cityscapes. By the way, 
the autogen scenery has also been further 
improved and looks much more realistic with 
better placements of houses and buildings. 
i.e. you wont sce dense cityscapes where it 
should be lush green forests or grassland etc. 


Mountain shading in MegaScenery 
using default FS2004 terrain mesh detail is 
adequate for elevation data clarity and the 
shading of the mountains usually causes 
enough of an optical illusion of detailed 
elevation. However, the MegaCity package 
takes it one step further by including 30- 
meter terrain mesh elevation data. This 
translates into topography that is much more 
realistic than the default MSFS scenery, 
although, bear in mind that Dallas is pretty 
flat anyway, so you won't sec any towering 
peaks in the package. In regards to water 
and lakes, the developers used realistically- 
textured water from the real images, but 
il is not recognized as "water" by Flight 
Simulator (so you couldn't land a floatplane 
on it). But what about all the floatplane fans 
out there? 


The solution — a new Hater Chooser 
function that allows the user to decide 
which type of water he/she wants in their 
scenery. So, what will it be? The developers 
made the choice easy. as it only takes а few 
seconds to swap the water selection out 
between real water textures and the default 
FS waiter (which allows you to land on it). 
So. virtual pilots will be able to fly close 
to (and land) in several of the area's most 
notable lakes, including Lake Lewisville, 
Lake Joe Pool. Lake Ray Hubbard and 
Lake Grapevine. if they wish to. 


Another impressive feature in 
MegaCITY 2005- Dallas/Fort Worth is the 
NightScene™ technology incorporated into 
the add-on. As with all the MegaScenery 
products, flight simmers will enjoy 
spectacular night scenery of the entire 
coverage area. The MegaCITY developers 
made lighting brighter and enhanced the 
MIP level transitions allowing it to load 
even smoother and display better into the 
distance. The result is that every road, 
every street and light emitting source is lit 
up for an eye-catching night flight which 
will allow you to fly night VFR by actually 
following major roads accurately and 
keeping areas devoid of lights dark. 


The Real Deal 

The real Dallas-Fort Worth International 
Airport is massive in size and continues to 
expand to meet the industry's demand. The 
airport authority has invested S2.7 billion in 
ils five-year Capital Development Program 
(CDP), which includes a two million-square- 
foot international terminal with an integrated 
hotel and the world's largest airport train. 
Skylink. The CDP 15 expected to generate ап 
estimated $34 billion impact on the North 
Texas economy and create 77,000 new jobs 
during the next 15 years. 


DFW's investment in the CDP will 
allow the airport to prepare itself for 
the projected growth in U.S. air travel, 
which is expected to inerease from its 
current level of 650 million enplanements 
to almost one billion enplanements by 
the year 2009. International air travel is 
projected to reach almost 250 million 
enplanements by the year 2010. The new 
International Terminal D is à two million- 
square foot terminal capable of handling 
32.000 passengers daily or 11.7 million 
passengers annually. The terminal will 
feature 99 ticketing positions and a federal 
inspection facility capable of processing 
2,800 passengers per hour. And guess 
what? You'll be able to see the construction 
area in the MegaCiTY scenery. 


Landmarks? 

Naturally, with a good map and keen 
eye. you should be able to spot almost 
every major landmark in the coverage 
area because of the real aerial images 
used (although most will be shown as flat 
textures rather than 3D objects). Some 
great landmarks to spot (apart from all the 
airports of course) include the Texas Motor 
Speedway, American Airlines Center, Lone 
Star Park, Texas Stadium, the University of 
Dallas. the cities of Arlington and Plano, 
and with a keener eye you might also be 
able to spot Ripley's Palace of Wax, the Fort 
Worth Nature Center, Fort Worth Zoo or any 
number of theme parks in the area. Jump 
into a light aircraft cruising at 3.000 feet 
and grab yourself a VFR pilot's chart for the 
area (not included) and you will be able to 
fly VFR extremely accurately. Being able 
to take off {rom one airport and find and 
land at your destination without the use of a 
single navigational aid is great fun. This is 
the level of realism MegaCITY Dallas / Fı 
Worth offers. 


FAT32 drives? 

With the good, comes the bad... for some 
users at least... One thing to watch out for is 
the compatibility of your hard drive with the 
add-on itself. To have MegaScenery display 
all year round (sim time) you will require 
Windows XP/2000 and a NTFS formatted 
hard drive. This year round option will not 
work on FAT32 formatted hard drives. No 
major problem. here (most new systems will 
probably be NTFS anyway. or you can convert 
from FAT32 to NTFS at any time) but those of 
you sporting а FAT32 hard drive right now will 
have to settle for only flying 1п the summer 
season. Selecting another season will result in 
scenery covered by gray tiles. This is more just 
a limitation of the older FAT32 system than a 
problem or bug with the software. 


Conclusion 

МераСІТҮ USA 2005 - Dallas/Fort 
Worth is an impressive expansion of 
MSFS's capabilities. The scenery package 
truly makes the DFW Metroplex come alive 
with realistic imagery. Detailed highways, 
roads and night lightinp are now part of the 
flying experience and the developers wanted 
to make this add-on as realistic as possible, 
and when flying over the area, flight 
simmers will surely lind themselves taking 
an extra glance out of their virtual windows. 
Enjoy the view, cowboy! 


The package retails for USS24.95 and is 
available on CD-ROM from the Mepascenery 
website at wwWw.niegascenery.com or at most 
good flight sim retailers. Check it out! > 
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пе to personal circumstances of my writing partner, ken 

f Peckham, we'll have to take a breather in our home cockpit 
building series of articles. But I figured that with all this 

hardware talk over the past few months, vou just might want to read 

something a tad different. So let's have a look at Microsoft's ‘virtual 

cockpit" instead of playing with wire-cutters and screwdrivers. 


аа‏ اف 


Ummm... arent all Ене Simulator cockpits virtual? Yup, vou аге 
right, they are, hut Microsoft decided to change from the 2-Dimensional., 
classic cockpit panel display to something new. A kind of 3-Dimensional 
view in your cockpit, and they called it the ^ Virtual Cockpit. Over the 
past few years there have been many discussions regarding this “new: 
concept. Many people like it, others hate it, and vet others have no idea 
what it is, or that it wasn't there betore (talking about the first 20 ог so 
years of the Flight Simulator's existence). 


Alter having read many a forum thread on the topic, and having 
received many emails about i too, | figured it would be à vond topic to 
dwell ou for û ћи, This article is meant to explain what the Microsol 
light Simulator * VC" is, what is diferent to what we had before, how it 
can be best used and also why vou may NOT like it on all occasions. 

Lam a big kin ot the VC, but admittedly, only under certain 
circumstances. So even ib you have vour mind set about liking it or not, 
perhaps you may want to stick around and, who knows, see things trom a 
different angle? 





What is a 2D cockpit 

First ot all. let's explain to the “newer” summers what the ditferenee ts 
between а 2D cockpit and a virtual (sull 2D) cockpit, Aha! Actually, this 
teeminoloevy is pretty much typical for the Microsatt Flight Simulator 2002 and 
2004 range. The 2107 cock pt is w Bat was there from the beginning, back in, oh, 
was и 19527 ке the "cockpit is represented by the picture of the “dashboard? 
or panel. You see it in the lower half (ог three-quarters) of your seren, while 
looking through the ^w indseneen above it to sev the outside world. 

You сап use "Shift * a number! combination te call up and display other 
instruments, such as the radio stack, the GPS, the throttle mixture levers 
or ather bits and pieces of the controls. This “stew? is of course limiting 
you as a pilot. You only see straight ahead, and only part of the entire 
panel is visible. 

In order to see other parts of your cockpit you have to call them up in 
separate windows (as desenbed above) or use your keyboard or hat switch 
to "look around’. 


To be honest, this has served us well for almost 20 years, so 1 am 
net complaining. But looking around in the 2D cockpit means having 8 
directions of view, and only in the "looking ahead! view could you see any 
(working) Instruments. 


Over time there were other solutions af course. The first would be to 


redesign entire cockpit panels so that more gauges. dials, switches and meters 
could be displayed in the same space, І.с. m the forward мем. 
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Next came the option to attach multiple monitors and display the separate 
instrument windows on the other monitors, or have your actual instruments 
built in a real panel and not have them shown on the monitor anymore. 


All of the above have pros and cons, but eventually it led the designers 
in Redmond to come up with а whole novel concept; the virtual cockpit 
- fucled by the desire to make things even more realistic. and by the 
increasing capabilities of the hardware and associated software. As with 
all news things and all changes. there was a storm of comments, remarks, 
and protests, even when this new cockpit was presented. We'll go into the 
pros and cons in a minute, but first let me explain what it is (for those of 
you who know already. please skip to the next section). 


What is the virtual cockpit? 


The ‘virtual cockpit’ is designed to give you a ‘virtual reality" look around. 


You all have seen pictures. read articles, or even experienced this yourself 

- the helmet with tiny built-in monitors (one for each eye) coupled to a 
program that measures your movement and displays a view on the monitors 
depending on where you look. This gives the impression of a reality of 
movement that is not really there... hence the name Уртиа! Reality. 


The virtual cockpit of MSFS is not yet that ‘real’, but the idea is the 
same. Instead of pressing your hat switch on the stick or yoke and look in 
either of 8 different directions (and getting shown a static picture of that 
part of the cockpit), with the VC you can pan through a 360 degrees arc. 
and up and down and ‘see’ the entire cockpit from the vantage point of 
the pilot. With such devices as the TrackIR Pro head tracker, you can even 
manipulate the view with your head movements! 


And what's more important (and very cleverly programmed 1 might 
add) is the fact that all gauges remain functional and all switches can be 
activated as well (1n the better cockpits). 

So what you have now is a model of a fully functional cockpit. 
often designed using actual photographs for parts of the panels that 
you can look at in a smooth way. You can turn your head as it were 
and sce everything in its proper place. Oh yes, and the outside world 
as well of course. 


І will include a few pictures to show the difference. 


Why is that VC so much more real? 

After all, you are still looking at a small(ish) monitor, displaying а 
‘picture’ in 2D. So what's the big deal? To me, as a real-world VER pilot, 
the big deal is that at least one of the missing parts is now provided in our 
PC sim. What are those missing parts? 


1. Not ‘feeling’ anything for one. In а real aircraft you get bounced up and 
down much more than one would expect. You feel the forces of the atr 
work on the plane, and on the controls. And no, those “force feedback 
sticks’ are not culling it and very unrealistic... sorry! 

. No situational awareness. You only see in one direction and can hardly 
combine outside and inside as you would in the real world. 

3. Sound. To a lesser extent, but still something to be improved upon. 

4. Risk. Well yes, nothing will happen to you if you crash vour sim. | am 

not advocating that we should change that part. 


H3 


Let's focus on number 2, And let's use a landing in à general aviation 
(small) aircraft as an example. Here am 1 tlying the downwind leg to my 
beloved Meribel Airfield, high up m the mountains and with not a lot ot 
room to maneuver. | have stated my intentions on the 130.00 frequency 
and am now looking to my lett and down to see what is happening on and 
around the field. In à moment 1 will need to make а lef turn and fly over 
the runway on my crosswind leg. 

Looking down can now easily and smoothly ће achieved, using my hat 
switch and the VC. Doing it with the 2D cockpit is awkward. 1 can only 
look 45, 90 ог 125 degrees пем and NOT downwards, 


When making my left turn, ! pan the VC view so that 1 can just keep an 
eye on the variometer in the corner of my суе (my screen). while at the 
same time looking into the direction I want to go. І do not want to loose 
altitude so І need to keep checking the altitude and vario, and I want to sec 
where ] am going. especially when flying in between big chunks of granite. 


There is no way you can do this in any realistic fashion using the old 
2D pancl. Either you look forward, which sort of makes the world slide 
past the windshield and it has you guessing what will come next. a cloud 
or a mountain side perhaps, or vou use the ‘left’ view. but then you do not 
see any instruments anymore. Now do vou understand why I think the VC 
ts so much тоге helpful in flying VFR? Good. then let's move on to the... 


Pros and Cons 

Now that we have that out of the wav, let's have a look at what is good 
and what is bad in both of the two systems. And let me tell you why 1 do 
not always use the VC. 


2D is better sometimes: 

* Бог опе... clarity. Most 2D panels still heat the VC in terms of ease 
of readability of the instruments. The "image! is more vivid. dials are 
bigger. colors brighter, and you can break up the panefs in separate sub- 
panels - ideally displaying these on multiple monitors. 


More complex systems show up better in ^at точе". There's a tough 
one eh? What I mean is that a complex FMS (Flight Management 
System) representing its own (simulated) monitor and key board looks 
better in 2D made than па VC with perspective and sealing factors, 
making the whole thing more ditlicult to read and operate. 


Uses less computer power, so will slow улиг simulator down less than 
a VC will do. The difference can be considerable, especially on weaker 
machines. Putting up many sub-windows en many monitor can be а 
burden on your machine too however, 


The 2D panels are separate programs and vou ean even swap then 
between the vartous aireraft and change them relatively саху. The VC is 
part of the aircraft model and not accessible to any bois but the designer. 


Buttons are easier to activate using the mouse than en the VC, where 
they often are much smaller. Especially im ver lange planes, the entre 
VC cockpit will be scaled back toe much in order to see all parts. 
making the switches too small to "ћи and the dials too small to read. 


VC is preferred at times because: 
“ You can look around im a more natural was, and hence pilot the aircratt 
in à more realistic wav. 


You can Zoom in and out, adapting your cockpit outside ratito to û more 
realistic mis. With 2D cockpits the instrument panel otten sits too high 
and takes up too much screen real estate, 


The etlect of sunlight moonlight is more realistic; People complain 
sometimes that the panel is hardly readable with the low sun ahead. 
Well, try and see the panel in your real Cessna when Aying into the sun, 
You cannot! 


lt works with TracklR. l£ vou se never heard of it, then tind ош about 
it. Basically а sensor en your monitor sees vour head movements, and 
moves the views in the sim accordingly, Some simmers cannot tls 
without it any more. 





Try and learn 

In my opinion ene should never discard a ‘new ’ solution too easily. | 
know plenty of experienced simmers who even today Keep telling me that 
the VC is worthless. And yes, some of them are still using FS98, actually. 
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EVEN IN THE VC YOU САМ STILL DISPLAY 
“2D SUB-PANELS’, LIKE THE GPS 





368 | 
D 'BLED OFF SOME /SPEED AND TURNING ONTO FINALS, 
STILL A GOOD VIEW AHEAD AND ON THE INSTRUMENTS 





LOOKING RIGHT INTO THE TURN, М/ООР5, 
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Change is scary and many human beings don't like it one bit. Especially 
us old geezers! But the truth is that you should give these newtangeled 
things a chance and not give up too soon. 


And you should use the tools that are there. 1 use both. When flying 
a more complicated aircratt, like а 737 and larger, 1 actually use the 2D 
more than the VC. A large part of the time | will he fiddling with the tip 
computer... oops... | mean FMS, and autopilot, flying pretty much “heads 
down in it. When flying like that, the VC really doesn't have much to add 


| also do not use the switches that are so meticulously modeled by the 
VC builders. | do apologize to them here. Sorry guys, ] use the vood old 
key commands, or buttons on my stick ог voke. One thing I utterly detest is 
letting go of my yoke to grab a mouse, trying subsequently to hit that tiny 
switch to turn on the landing hghts. Meanwhile yanking my plane around, 
losing sight of the runway and generally getting into all sorts of trouble | 
would never find myselt in when in a real aireratt. The mouse is OUT! 


But... | joyfully hop in the DC-3 VC, each and every one of my 
wonderful payware GA aircraft, be it singles or twins, my ultra-lights, 
gliders, you name it. When do I still switch to 2D? 


For instance, to look at my GPS (which | move to my second monior). 


or my radio stack, or when tinkering with the autopilot, Until | get my 
own home cockpit built (ike my friend Ken) ] will still need to Паје 
with the mouse lo get the GPS programmed, select an approach, or tune 
my radio frequencies. 


There is nothing better than lazily cruising around in the Piper J-3 
Cub and enjoying the landscape. thying by the seat of your pants. la 
that plane the VC is so natural that | could not imagine using the 2D 
cockpit anymore. 


A last 'tip' for you 

One thing that is a nuisance is the painfully stow uimme rate ot the VC. 
Паз like turning vour head in slow motion, amd ang ef the reasens many 
people have given up an using the VC. 


The good news is: vou ean change that! Here is how: 


t. Pind your БӘ ы tile (the contisuratien tile that controls most et the 
settings of vour simulator). 

2, You should find it in "€: Documents and Settings engine Application 
Data Microso ESAE СЕ, HE this directory doesn't show, veu need 
to "unhide" it trem the Fools * bolder Options View section of УМА 
Computer" or Windows Explorer. 

3. Make a backup copy of that tile and store it where seu will be able to find 
It again. 

4. Open it with Notebook (do not use MS Word or similar). 

8. You will see it is split up i "chapters. their names are between square 
brackets. You will see [MAIN]. (РАМЕ У]. [WEATHER]. and so Torth. 

6. Seateh tor the (CONTROLS | chapter. 

7. Find the last line; it will read PAN RAPE 400 Now change that number 
to 500 ог 900 and "save the nile 





Start 1 89, begin a tighi, jump to the VC and try your hat switch and see 
the improvement. 


| hope vou stayed with me until here. and perhaps 1 have been able to 
explain a пије bit ef what | like about the VC, and perhaps 1 have even 
persuaded sou to have another look? 

Whatever pushes your button in Flight Simulator. just tly and enjoy 


the ride! > 
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BY CHUCK BODEEN ) 


art I of this series focused on custom cockpits. Next 
month Part III will show you how to make custom 
instruments for panels. Now how would vou like to have 
doors and windows that open, moving joysticks and rudder 
pedals inside the cockpit, sliding jet fighter canopies, or fancy 
actuators for ailerons and flaps? If you are familiar with Plane- 
Maker, you already know how to customize a plane by adding 
static elements (see the box) to the basic design, but now let's see 
what it takes to make them move. I keep the latesi versions of X- 
System, 7.63 and 8.11, on my machine and these remarks apply 
to both, with the exception of attaching mise bodies to control 
surfaces which is not implemented in 7.63. 


To get started, we need to agree on same definitions: 


* Element- oun: any piece of the plane aside from ailerons, 
clevators, and rudders that can be made to move and perform a 
function not necessarily intended by X-Plane. 

* Flying surface- noun: wing, mise wing, horizontal or vertical 
stabilizer ("misc" is the X-Plane abhreviation for miscellaneous). 
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Moving Elements 


* Control surface- voun: aileron, elevator, rudder, Пар, spoiler, or 
"stab"* on any flying surface. 

* Place- verb: physically locate an element with respect to the airplane 
coordinate system known as "long arm", “lat arm", and “vert arm" in 
Plane-Maker. 

• Attach- verb: create a logical connection to a control surface 
for purposes of control (Plane-Maker uses attach in this special 
meaning). 


“In versions up through 8.11 "stab" might seem to be intended to be 
used for attaching to stabilators (solid moving horizontal stabilizers). 
it actually refers to a stabilizer moved by trim and the name has been 
changed to "s-trim" in version 8.15. You must set elevator to move 
with trim on the "control geometry / trim & speed" page before you can 
have а mise body move with trim. 


If you have elements available that are not already being used for 


their intended purpose, then there are several ways to adapt them for 
custom application: 
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* Use speedbrakes controlled by mouse, joystick, or buttons. 

* Create wings or misc wings that move in sweep, incidence, ог 
dihedral. 

* Weapons can be attached to control surfaces and move with them. 

Misc bodies can also be moved in conjunction with control 

surfaces. 

* Attach a fairing to a fictitious landing gear or skid. 

“ Write a "plugin". 










Speedbrakes 
axis cf nen, Idag. heading for dot 
rotation = tall for sag@edbrales) 
са? 
200005. Сс2ед  OO^e^, 
атта созоа elec -000,56 th 
CRED QUTU oe 
s AAAA 


decr anale: 


A жу 


\атеах6 shuare fae! 


THE DOOR TO THE О- 16 15 ACTUALLY A SPEED BRAKE THAT ROATES 
ABOUT A 93 DEGREE AXIS AND OPENS 49.6 DEGREES 


Jim McNeill and Shannon Boatman (Shade Tree Micro Aviation) 
have a very nice model of the Army O-1G “Bird Dog”, available 
for 0555 at http://www.x-plane.org/home/papamac/index files/ 
Pagel470.htm . It’s worth the small fee to sec how things can be 
made to move. There are two types of speed brakes in X-Plane: (1) 
the ones on he wings and (2) others that can be placed anywhere 
on the plane. Unfortunately, both types are controlled with the same 
panel handle or joystick buttons. So if your plane has no actual speed 
brakes, you can use the second type to represent something entirely 
different. [n the case of the O-1G, Jim created a door that opens using 
the speedbrake handle on the panel. Of course he modified the handle 
name to read “close door". Next month [ll explain the modification 
of handles and instruments. 


Wing меер incidence, or dihedral 





THE O-1G THINKS THE SIDE WINDOWS ARE MISC WINGS 13 & 14 THAT 
HAVE VARIABLE DIHEDRAL. 


The Bird Dog windows open out and upward. Using two "misc 
wings" and specifying negative dihedral on the airfoil page and zero 
dihedral in the expert/airfoils page in Plane-Maker they are made to 
open using a panel handle or joystick buttons that control sweep. You 
could have one window open wider than the other one or even open a 
luggage door. but if one opens. they all open. Here again. Jim changed 
the name on the handle to "Windows - OPEN". 





X-PLANE 8.11 (LEFT) HAS RESTRICTIONS ON THE USE OF HANDLES TO 
CONTROL MOVEMENT OF FLYING SURFACES. THESE LIMITATIONS HAVE 
BEEN REMOVED IN VERSION 8.15 (RIGHT). 


WARNING: In X-Plane up to 8.11 the incidence and sweep 
handles have diferent appearances. but they move together in unison 
and can control only ane of the three types of movement. There is 
no handle designated explicitly for controlling dihedral. АП Aving 
surfaces on a plane can be specitied as having only one mode of 
motion. That is. if vou use sweep on a wing vou cannot use incidence 
or dihedral on that or any other flving surface on the same plane. Ir 
vou өресі іу mixed movements in Plane-Maker everthing "users to 
be just tine but X-Plane 8.11 will not behave properly. X-Plane 5.15 
has three separate handles that control the three different dynamics 
independently and the movements сап be mixed freely on a plane as 
well as on any particular Aying surface. 





Weapons 
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THE PART ON THE LEFT IS A STATIC “WEAPON” FIXED TO THE WING OF 
THE CL-415 WHILE THE FLAP ACTUATOR ON THE RIGHT IS A "WEAPON" 
ATTACHED TO THE FLAP! ON THE LEFT SIDE OF WING3. 


31 


пг тие 





Weapons need not be actual weapons. The CL-415 seaplane by 
Cristiano Maggi that comes with X-Plane uses “weapons” for flap 
actuators. Weapons are placed relative to the airplane coordinate 
system and can be attached to any control surface on any flying 
surface or any landing gear. When attached to ailerons, flaps. 
elevator, or wing speedbrakes. the weapon will move only up and 
down through the same angle as the control surface. Similarly. 
when attached to a rudder the weapon will rotate only in yaw in 
conjunction with the rudder. There is no way to attach elements to a 
body speedbrake. 


More complicated motion can be created by attaching weapons lo 
landing gear. A small. insignificant, retractable gear can be made to 


move in lateral and longitudinal directions and any weapon. no matter 


how large ог where located on the plane will move in the same way 
when the gear is retracted. On the fixed gear O-1G. for instance. 
one could make a dummy. retractable gear that would be used only 
to control the motion of some "weapon", which might be used to 
represent something entirely different from an actual weapon. 


Miscellaneous Bodies (applies only to X-Plane 8) 

Specially shaped bodies may be attached to any control surface. 
The placement point may be anywhere on the airplane ог, in special 
cases. even off of the plane completely. Angular offsets in the 
horizontal. roll, and pitch directions may be designated. The selected 
control surface governs the motion of the body with a multiplier 
(-9.99 1o 9.99) so that the body may move more or less than the 
control surface, and even in the opposite direction. 





FOUR MISC BODIES WERE USED FOR FLAP ACTUATORS ON THE O-1G. 
THEY ARE PYHSICALLY LOACTED ON THE WINGS BUT MOVE 
ONLY 55% AS MUCH AS THE FLAPS. 


As an exercise | decided to see what could be done about joysticks, 


yokes, and rudder pedals, so | created a cockpit the likes of which 
you Will never see in a real airplane. 1 quickly discovered that a body 
can be attached to only one control. Unfortunately, a Боду used as 
а joystick can be attached to the elevator ог to the ailerons, but not 
to both. Austin Meyer says he has no plan to remove this restraint in 
future releases of X-Plane. | made one stick move with elevator and 
another with ailerons. The yoke moves with the ailerons, but will 
not function with the elevator. | tried two pedal designs. The simple 
опе is а single misc body that pivots. The more complex set is made 
of two bodies, one for each pedal. For these the rotational axis is 
actually placed below the floor board outside of the plane so that the 
motion would seem to be sliding rather than rotating. 
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THE YOKE AND THE STICK ON THE LEFT MOVE WITH THE AILERONS. 
THE PEDALS ON THE LEFT ARE ONE PIECE AND PIVOT ABOUT THE 

VERTICAL AXIS. THE RIGHT PEDALS ROTATE ABOUT THE BLUE LINE. 
THE RIGHT STICK HAS BEEN SET TO MOVE WITH THE ELEVATOR. 


If you are a good drafisman and have dimensioned drawings of the 
ship. you can calculate the locations of bodies like these. Furthermore. if 
you are verv good at geometry and have a really good understanding of 
Plane-Maker, you may be able to figure the о бе! angles involved and 
the ration of movement to that of the related control surfaces. Although 
| am an engineer, 1 stil! find it just about as easy to make rough estimates 
of these numbers and then fine-tune them by trial and error – going back 
and forth between Plane-Maker and X-Plane a few times. You will find 
that there is no unique solution to any of these problems. 
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DII 


ONE STICK 15 ATTACHED TO THE AILERON ON THE LEFT SIDE OF WING! 
AND THE OTHER TO THE ELEVATOR ON THE HORIZONTAL STABILIZER. 
BOTH USE COPIES OF THE SAME MISC BODY AND MOVE HALF AS MUCH 
AS THE CONTROL SURFACES BUT IN OPPOSITE DIRECTIONS. 


CPM. V918 


„робом. . 
600000 ^ 00000 | 00005 ^ 00005 
FUG 


SS TE CIE NET ae eee Ty 


a ete ge eee ee 









“Tas = “алай um ВОСТ 

















Sen (дау '" те ves um cM 
OTI - “oces: отет obaje 
RODY LOCATION FIRII 
1| wi т Г ene move menit ГЕ UB. ІШ | 1 | 
>. - | Т 
wingi $ anac rud1 |Б ues == || | IL % 
HE ЕЕ 
| | | 
a ! haading | " | | | || || | T | 
long arm 00 14,20 1f) 3 000,00 (дед) | | LL | i 
єз? offset S 739 m SS 5S ба SS SS SS 
Sw "ыт ыз” сыла" “оң” "ам" _ "ымы" сыла” “ы” "ыйдар “м” жым” сом” "у "Ge" apa 
„OQ 4 ) , OO. THIS IS THE LAYOUT FOR THE УОКЕ. 
lat arm - 00 0.6 4 IIO pitchoffre: A30 OO (оед) 
99000 UCARJU 
AAA Landing Gear 
vert arm -001.30 (fü roll слег ON DU (deg) Jim McNeill's F-86 (available at the same site as his O-1G) has 
99999 и а canopy that opens when the landing gear is lowered. The actuator 
—— —: IS a skid that is so small you can't see it, but it has a fairing that is 
THIS MISC BODY USED FOR RUDDER PEDALS SHOWS THE the semi-transparent canopy. The motion ts controlled by the strut 
FRONT AND BACK OF ONE PEDAL. REMEMBER THAT THE BODY compression specification on the landing gear page. 
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THE BODY 15 SYMMETRICAL ABOUT THE RED LINE, BUT THESE 1^! ыз eM плачи 
PEDALS WILL ROTATE ABOUT THE BLUE LINE WHEN INSTALLED. M oe nas taming 
TWO COPIES OF THE MISC BODY WiLL BE INSTALLED, ONE FOR THE Я 
LEFT PEDAL AND ONE FOR THE RIGHT. THEY ROTATE IN OPPOSTIE THE COMPRESSION OF THE FICTICIOUS SKID ON THE F-86 
DIRECTIONS AND AT 60% OF THE RUDDER MOVEMENT. CAUSES THE CANOPY TO OPEN AND CLOSE. 
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F-86 CANOPY OPENS AS THE LANDING GEAR EXTENDS GIVING THE 
PILOT A BREATH OF FRESH AIR. 


The F-86 also has some tricky landing gear struts. The struts 
specified in Plane-Maker are so thin as to be invisible. but the 
“fairings” are what you see as struts. 
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USING CUSTOM FAIRINGS MAKES IT POSSIBLE TO HAVE THE STRUTS 
APPEAR TO BE OFFSET ON JIM MCNEILL'S F-86. 


Plugins 

A "plugin" is a program written in a language like С++ that uses 
"datarefs" to retrieve data from X-Plane and send messages back 
- even graphical information. A plugin will allow you to: 


“ Run tasks while the simulator runs. 
* Create windows, hot keys. 

* Create and manage menus. 

* Draw in 2d or 3d. 

* Control the simulator. 

* Control the X-Plane camera. 

* Access other aircraft, 

* Read the navigation databases. 


Ben Supnik and Sandy Barbour are the heroes that have 
given us this capability. You can leam about plugins at http:// 
www.xsquiawkbox.net/spsdk/phpwiki/index.php?Download . 
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A few years ago. corporate jet pilot. Tom Shefchunas, created 
and patented "AlphaTrainer". а hand-held learning tool that helps to 
teach pilots about how important it is to be aware of Angle of Attack 
(AOA). In aerodynamics, AoA is designated by the Greek letter Alpha. 
With the help of Sandy Barbour – who programmed the plugin — we 
have adapted the AlphaTrainer concept to X-Planc so that users 
can interactively see the thrust, lift, drag, etc. while flying in three 
dimensions. This combination of technologies is particularly helpful 
in the study of stalls and spins. Find out more about AlphaTrainer at 
http://www.alphatrainer.com 
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THE ORIGINAL ALPHATRAINER, ABOVE, AND THE X-PLANE 
VERSION WHICH USES A PLUGIN FOR THE ARROWS, SOME SPECIAL 
INSTRUMENTS, AND THE NUMERIC DISPLAY. COLORED ARCS MADE 

FROM A "COCKPIT OBJECT" ARE USED WITH THE LIFT ARROW 
TO SHOW ANGLE OF ATTACK. 


Parting Shots 

Austin Meyer sent me а warning about using elements for these 
special purposes = it concemed drag. || you are using elements like 
weapons or mise bodies to represent pieces of the plane that are exposed 
to the air stream. be careful to set the drag coeflicient to a reasonable 
value. For anything inside the cockpit like joysticks or pedals which аге 
not out in the rushing air, just set the drag coefficient to zero. 

Come back next month to learn about making panel instruments 
that look and behave like the ones on real planes. You will be able to 
make needles turn in opposite directions, combine several dials into 
what appears to be one device, create custom glass panels, and much 
more. See you then! > 
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Subject: Payware Quality Issues 


Firstly, hello ta all you folks at Computer Pilot Magazine, and thanks for the 
tremendous job you do every month. | have been a subscriber for almost 
three years now (and have all the issues to prove it) and love the magazine. 
| have been flying Flight Simulator products since Flight Simulator Il by 
subLogic on a Commodore 128! 


Now... to the point. What is going on at some of these payware companies 
with the sub-standard quality releases they are putting out there? There 
are a handful that set the standard for quality, such as MAAM-SIM, PMDG, 
CaptainSim, Ready For Pushback, and Eaglesoft, but more and more of 

the latest releases are junk! For example (and ! won't mention the product 
name here), ! recently looked into a payware version of an air force 
turboprop aircraft. Back when F$2000 was out, there was an excellent 
freeware package that had all the bells and whistles, was a joy to fly, and 
had a very nice flight model and textures. The model | looked at purchasing 
was sparse at best, the panel looked like my 13-year-old daughter designed 
it, and the textures were horrible! The same ts true for a recently-released 
jetliner that is asking a fairly high price. 


This scares me because for years now, the trend has been going from 
freeware to payware, and when this trend first started, there were some 
fantastic products being released on a regular basis. Now that payware 
is becoming prevalent the quality is degrading at an equally rapid pace. | 
think back to some of the great freeware releases, such as Richard Probst's 
Boeing 727 panel (which in my mind is still one of the best available), 
Roger Dial and team's P-51 Reno Racers, Bill Grabowski's ERJ panels, and 
the P-38 Lightning package (the author's name escapes me, but Glacier 
Girl 15 beautiful) and it makes me wonder how, with such high quality 
freeware available, some of these companies can charge upwards of $40 
for something that doesn't even come close. 


| guess it boils down to this simple message to payware designers: if you 
want me to spend my good money on your product, it needs to be better 
than what | can download for free. 


Thanks for allowing me to blow off steam, and guys, keep up the terrific 
work you do! 


Andy Hatcher 
Eufaula, AL 


Subjec: Back Issue Library 


Since | am among friends here, | have а huge confession to make. | have 
become a flight sim addict! An innocent curiosity about the physics of flight 
has turned into a passion (dare | say obsession?) that is consuming a large 
piece of my leisure time. 


Although my skills are currently limited to flying an assortment of propeller- 
driven aircraft, l'm anxious to learn more about flying small jets and 
eventually airliners. | ме recently discovered that one of the best ways to 
learn more about simulator flight 15 by reading the back issues of Computer 
Pilot Magazine. After ordering and reading several previous issues, I've been 
able to expand my knowledge considerably. An added benefit of having 
these issues is that I'm building a library of articles that | can access as my 
capabilities grow. In-depth information about using the Garmin GPS, tips 
for optimizing PC performance, and flying 1n formation are just a few of 


Write To Computer Pilot INBOX 


If you have something you want to share with fellow flight simulator enthusiasts, then Computer Pilot INBOX is the place to be heard. Each issue, we'll choose the best 


letter as the letter of the month and reward that reader with a prize! 
The easiest and quickest way to submit your letters is by e-mail to: inbox, 
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[Andy, thanks for your letter and you certainly raise 3 very valid point. Of 
course, when it comes to buying a product, the individual has the power to 
decide whether that product is worthy of their hard-earned cash or not, If a 
developer produces a sub-standard package, their sales will likely be poor, ог 
their reputation tarnished. Chances are that you will likely not buy from these 
same developers again because of your experience. Hopefully tne flip side of 
this is that these same developers will try to produce something better next 
time around and help contribute to the progression in quality we have enjoyed 
over recent years. | guess the trick is, in the absence ot any demo versions of tne 
product, trying to pick whether the add-on is of high enough quality from the 
information the developers provide, but this із often not an easy task either. А 
lot of simmers wait for а few weeks after a title is released to hear the feedback 
from others that are already using it before they make а decision. That often 
gives the best indication of a product's quality, ar lack of! In the end, if you 
support the folks making the “good stuff”. those that do not have to step up, 
or simply qo under. ~ Ed] 


the many articles I've enjoyed in these back issues (not to mention several 
“Round Robin" flights that I will surely enjoy in the future). 


-rm -<- AT | --- и 


For those people who want to take their Knowledge and flight sim 
experience to a higher level, ordering back issues of Computer Pilot 
Magazine ts а great way to get there. Thanks Computer Piot! 


W. Joe Smith 
[Hi there ~ thanks for your letter | selected this letter for publication because 
it ties in with my editorial column well this issue regarding magazine content 


and back issues, something | get a lot of email about. So if readers haven't 
yet read the editorial this month, please do sa! - Ed] 
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BY DAVID WILSON-OKAMURA, PH.D. 


ourists have been visiting Hawaii 

for almost two hundred years, from 

the time it was still known as the 
Sandwich Islinds (named by the famous 
explorer James Cook after his patron, the 
Fari of Sandwich). There were no shopping 
malls or luxury hotels. But what they 
lacked in amenities, the islands more than 
made up for in lush rainforests dramatic 
СШ and waterfalls, exotic birds, and 
firc-spewing volcanoes. The problem has 
always been getting there. In 1866, when 


Mark Twain made the journey in a steamer 


from California, the trip took eleven days. 
Standing alone in the middle of the Pacific 
Ocean, Hawaii is still the most isolated 
landmass on the planet. The distance 
hetween San Francisco and Honolulu іх 
about 2,000 nm; from Brisbane it is even 
farther, about 4.000 nin. 
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On December 31, 1910, an aviator named 
Bud Mars took off from a polo field in 
Honolulu and performed a series of loops in a 
Curtiss P18 biplane. It was the first example 
of powered flight іп Hawaii, and if was 
witnessed by a crowd of about 3,000 people. 
each of whom paid one dollar (about $19 
in today's currency). [t was an impressive 
demonstration. but it did not change where 
people went or how they got there. Then in 
1927, a couple of Army lieutenants coaxed a 
Fokker trimotor from California to Hawaii, a 
distance of about 2.000 nm and a flight time 
af almost 26 hours. This showed that it could 
be done, but it did not usher in a new age of 
trans-Pacific tourism. 


Commercial air travel came to Hawaii 
in 1929, when Inter-Island Airways (а 
division of Inter-Island Steam Navigation) 
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began offering flights between islands in 

a pair of Sikorsky S-38 amphibians. But 
there was still the problem of getting to the 
islands in the first place: the Sikorskys, for 
example, only had a range of about 600 nm. 
As a result, visitors continued to make the 
passage by boat. This would not change 
until 1935, when Pan Am's China Clipper. 
a Martin M-130 seaplane, began offering 
regular service between San Francisco and 
Pearl Harbor. By this time, the trip took 
only 22 hours. Meanwhile, there was still 
the old Inter-Island Airways, which in 1941 
renamed itself Hawaiian Airlines (which is 
still its name today) and purchased a new 
Reet of DC-3s; this reduced the flying time 
to fourteen hours. 


Eventually, the prop time would come 
down to nine hours. But what revolutionized 
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travel to the islands was the development of 
the jet engine. On June 30, 1959, a Boeing 
707 operated by Qantas made the journey 
from San Francisco to Honolulu in only four 
and a half hours. Hawaii became a state three 
weeks later. The Jet Age had begun. and with 
it, the Age of Tourism. 


Virtual aviators come to Hawaii for 
much the same reasons that tourists come: 
vivid colors and varied landscapes. All this 
in a relatively small space, for the islands 
of Hawaii are neither very large nor very 
far apart. Pilots still have to calculate fuel 
consumption. but what makes these islands 
challenging to fly in is not distance, but 
mountainous terrain, changing visibility, and 
dense air traffic. In addition to commercial 
flights 10, from. and in-between islands, 
there is also tratfic from the numerous 
military airbases in the region, and always a 
thick swarm of small. low-flying sightseers, 
especially helicopters. 


This two-part article is intended as a guide 
to flying in this rich aerial environment. 
In this first installment, | will give an 
overview of island aviation, including 
scenery enhancements. In part two, I will 
look at several islands in detail, with special 
emphasis on weather and terrain. 


Getting Ready to Fly: Scenery 
Enhancements 

Before you fly. spend some time setting 
up the scenery. The subject of how to 
download. unzip, and install add-on scenery 
has been covered many times, so instead of 
talking about how to install. I'll make some 
recommendations on what to install. And 
since this is a flying guide, not à product 
review, I"m also poing to focus on freeware: 
unless | say otherwise, everything | describe 
here was found in the file libraries of AVSIM 
or Flightsim.com. There are also direct 
links to most of these files on Robert-Jan 
Oosterloo's "FS2004 Freeware Scenery List" 
http://walhalla.mine.nu/fs2004.php 
Unlike the AVSIM and Flightsim.com 
file libraries, Oosterloo's list is organized 
geographically, so that you can see at a 
glance what's available for any given region. 


The first thing to pet is terrain mesh, 
which defines the shape of the land you're 
going to be flying over. The default mesh 
for Hawaii is already pretty good, eight 
times more detailed than what you'll find in 
most of the United States, and sixteen times 
more detailed than what you'll find in most 
of the world. Do yourself a favor, though, 
and download Raimondo Taburet's “Hawaii 
38.2 m Terrain." This will give you twice 


as much detail as the stock scenery. To see 
that extra detail, though, you will nced to 
make a small change in your fs9.cfg file. 
First, make a backup Then, using Notepad 
or a similar text editor, locate the line 

that says TERRAIN MAX VERTEX 
LEVEL and make sure that the value 

is 20 or higher. If you want even more 
detail, Justin Tyme at fspencsis.net sells 

a package called "Hawaiian Islands 9.6m 
Terrain & Landclass." For USSIS, this will 
give you twice as much terrain detail as the 
freeware mesh, more realistic landcover, and 
more realistic coastlines. A beta version of 
the coastlines is available free at 
http://portal.fsgenesis.net/index.php?name 
=PNphpBB2& file=viewtopic& t=886 


The second thing to get is airport scenery. 
You will notice that in Hawaii the airport 
codes begin, not with K (as in most of the 
United States), but with PH (for Pacific 
Hawaii). For civilian airports. the creations 
of Bill Melichar are especially good: detailed 
and lifelike, but also friendly to framerates. 
It's tempting just to get the airports that 
everyone has heard of: Honolulu International 
(PHNL) and perhaps Kahului Intemational 
(PHOG), which is the main airport on Maui. 
Look, though, for Melichar's renditions of 
Hilo (РНТО), Kona (РНКО), Lanai (РНМУ), 
and Lihue (PHLI). Unlike the busier airports. 
which are always expanding, the state's 
regional airports have mostly retained their 
original architecture, which has a tropical 
flavor to it and forms a pleasing contrast 
with the industrial, concrete-slab look of 
their modem counterparts. 1 have spent many 
hours in the real Hilo airport, and 1 can say 
that the only thing missing from Melichar's 
МАХ version of Hilo is the strange garden 
of phallus-shaped stones next to the baggage 
claim. A tasteful omission, for which the 
author is here congratulated! But the rest of 
itis all there, including the parking lot, the 
rental kiosks, and the animated bus that drives 
by the front of the terminal. AFCAD files (ог 
some of Melichar's airports have been created 
by Ray Smith, and you will want to install 
these as well. Also worth getting are the bie 
telescopes on Mauna Kea. These telescopes 
were standard in Flight Simulator 2002, but 
got left out somehow in 2004. Thanks to Dan 
Fleming they are back, complete with domes 
that retract at night to reveal the telescopes 
inside: search for "Mona Kea.” 


Back in Honolulu, there are more 
enhancements. Derek and Brendan Webb 
have been recreating the military bases 
around Pearl Harbor, and Shigeo Ishii 
- http: ћотераре .nifty.convjb - has 
modeled the waterfront high-rises along 


Waikiki. A second version of the same area 
is also available from Ron Jeffers: includes 
scenery from the 1980s TV show Magnum 
P 1.. including the Robin Masters estate. 


Another package that takes you back 
in time is Lynn and Bill Lyons's "Golden 
Hawaii," which simulates Hawaii in the 
1930s. This is payware. I mention it, though. 
because for USS12.50 you get a great deal. 
First, there are two aircraft in four liveries: 
the Sikorsky S-42 seaplane (in Pan Am 
and Inter-Island liveries) and the Kellet 
KD-1 Autogyro. The Sikorsky is a twin- 
engine passenger plane and has a cockpit 
reminiscent of the default DC-3. except that 
it includes a CD player and an AM radio 
with clips from old shows like "The Lone 
Ranger" and “The Shadow." The passenger 
cabin is also modeled and features а blonde 
stewardess (much more glamorous than a 
mere “flight attendant"). No matter where 
you go in the cabin, she will always be 
looking at vou. you. vou. The Kellet is also 
special, for two reasons. First, although it 
has rotors like a helicopter, it is controlled 
like a plane. Second. the autogyro has а vers 
low stall speed. of 14 knots. It cannot quite 
haver, but like а helicopter, it can take off 
and land in tight places. This makes it perfect 
for virtual pilots who are frustrated with 
helicopters (which are not easy to leam), 
but who still want to explore, in helicopter 
fashion, the islands" gorges and cliffs. 


In addition to the two aircraft. “Golden 
Hawai" also includes numerous 
enhancements to the scenery. There are 
whales off Diamond Head, and a wooden- 
decked aireratt carrier (which in tum is being 
trailed by a Japanese subi. The islands have 
all been restored to what they looked like 
in the 19505; no sunken battleships in Pearl 
Harbor and, at the airports, по terminals, по 
(апас, and in most cases even no runways. 
You land on a dirt strip or a ereen field, and 
instead of parking at a jetw ay, vou ease vour 
тега | into a thatched hut ог û metal hangar 
with Inter-Island signage. There is no ILS. no 
МОК. and no tower. There are no skyscrapers 
іп Honolulu. no biz hotels on Waikiki Beach. 
The air tratti¢ is vintage, too. 


| he only problem with “Golden Наман” 
is that it makes the islands too green. This 
brings us to the subject of landelass ur 
land classification. Unlike terrain mesh 
(which defines the underlying shape of 
terrain). landelass determines what kind of 
landcover will be displayed on the surface: 
for example, whether it will be urban or 
rural. forest or desert. "Golden Hawaii" 
comes with a landelass file that scales back 
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the cities so that the islands have more 
green space. This conveys an idea of what 
Hawaii looked НКе in the 1930s. But it goes 
slightly too far: although much of Hawaii 
is green. large portions are brown. grey. 
and even black (е.р.. the blasted caldera on 
Kilauea). I'll talk about why in part two. In 
"Golden Hawaii." these rocky patches have 
sometimes been "preened" over: for these 
areas, the default landclass that comes with 
Flight Simulator is actually more accurate. 
But it can still be improved on, and when 
you are not reliving the golden age of air 
travel in Наман. І recommend that you 

try one of the following replacements. 
Using maps and photos. William Tracy has 
modified the default landclass so that it 
conveys a more nuanced picture of what's 
really on the ground (e.g.. golf courses 
instead of circle crops); these modifications 
are spread across several files which have 
to be installed separately. For an all-in-one 
solution, consider lan Thatcher's package 
-http://virtualvfr.com/pages/tassim.htm 

- which covers both the state of Hawaii and 
the neighboring Midway Islands. 


Charts and Diagrams 

Now that you have your scenery set up. 
you re almost ready to start flying. But there's 
one add-on that we haven't mentioned, and 
that is a map. You may not want to go out and 
buy the sectional chart: in my opinion, the 
VFR chart for this area does only а mediocre 
job of showing the major terrain features. But 
you do need a map of some kind, not just to 
navigate between airports, but also hetween 
islands. | nothing else, photocopy the relevant 
page from an atlas and keep 1t next to your 
computer. Better yet, take it to your favorite 
chair and study it before dinner. Matt Fox 
has scanned most of the VFR sectional charts 
for the United States and uploaded them to 
the file library at AVSIM. You can download 
the “Hawaiian Islands” chart from there, and 
with Scott Gridley's FSX-i0nals program 
(also in the library) you can view it in your 
kneeboard. But this is no substitute for a paper 
map. unless you can put the kneeboard up on 
à Second monitor, Beg, buy, or borrow ~ but 
get à map. 


Now that you have а real map in your 
hands, let me tell you about some more places 
to obtain maps online. The first place to check 
is always the regional VATSIM website. Even 
W you don't fly online, the regional websites 
are usually good sources for real-world 
Procedures and charts. In the United States, 
air traffic is divided up Into geographical 
zones, each of which is contralled by an 
ARTCC (Air Route Tratlie Control Center). 
Elsewhere, these zones are called FIRs (Flight 


Information Regions). As a general rule, then. 
when you need charts and procedures for a 
particular region, go to that region's VATSIM 
website. In this case. we want the Honolulu 
ARTCC - zhnartcc.com. The first thing you 
will find here (under Pilot Downloads) is a set 
of airport diagrams. These arc indispensable 

if you are trying to follow directions from 
ground control. Harder to find online, and 

just as interesting, are the sector charts for 
Honolulu airspace: listed under “Frequencies,” 
these show where you can expect to be handed 
ОП from one controller to the next. The same 
page also has a convenient list of radio and 
navigational frequencies. 


Speaking of navigation, what is the 
best route to Hawaii from the mainland? 
Again. you can find the answer at a regional 
VATSIM website. The large airspace 
around Hawaii is controlled from Oakland. 
California and is known as the Oakland 
Oceanic FIR. The VATSIM website for this 
region — http://esgm.org/kzak - includes а 
tutorial for long-range flights in the Pacific 
and a list of Oceanic Routes and Airways. 
There are routes from Australia and Japan, 
routes from North America. routes from New 
Zealand. Each route is defined by a sequence 
of waypoints. 


There is one more thing to look at 
before taking О, and that is the Hawaii 


Airports and Flying Safety Guide, published 


by the State of Hawaii Department of 
Transportation and available on their website 
- hawaii.gov/dotairports. For GA pilots 
who want to operate in Hawaii, this little 
84-page handbook is essential reading. It 
will tell you, for example, that there are 
special rules for VFR between islands: "In 
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order to lessen traffic conflicts between 
inter-island flights at or below 3.000 feet, 
aircraft should бу at 1.000. 2.000 or 3.000 
feet MSL westbound and at 1.200. 2.500 feet 
MSL eastbound.” Above 3.000 ft.. apply the 
normal rules for altitude separation. 


In addition to rules and regulations, the 
Guide also provides a list of radio trequencies 
and navaids. along with detailed information 
on conditions and facilities at each of the 
state's airports. This includes a diagram of 
recommended flight paths, and sometimes а 
diagram of the airport's traffic pattern. Check 
this before you begin vour approach, even if 
there's no traffic: when the diagram says that 
га Те should go night instead of lett, there 1х 
always a reason. If vou execute the pattem 
in the wrong direction, Microsott will not 
revoke your virtual pilots license. But vou 
will probably fly into а mountain. Better in 
the sim than real life! Still bad though for 
personal dignity. 


That's enough for part onc. In part two, 
we Hl look at terrain and weather pattems. In 
parucular, ГН discuss wavs to stav oriented 
and offer some rules ot thumb about wind 
and visibility. In the meantime, Lotter a plea 
lo scenery designers and Al programmers. 
The first thing we need m Hawai is A 
helicopters. In real life. the air ever Hawaii 
Is abuzz with helicopters. But in the sim, 
helicopters dont show up in AI tratie unless 
they are tricked. The seceud thing we need 
Is some ridge НИ. In read life, the eastem 
face of the Koolau mountain range en Oahu 
Is à favorite Site for hang зао, because 
itretlects the teree ot the northeasterly 
trade winds up into the «Жа. Not so in Flight 
Simulator... at least; nor ver. > 


FROM GOLDEN HAWAII 
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The Flight Simülation:Company! 


hat's New And What's Hot This Month 


The Олії premier sche y site for 1. nat piss 75 WWW, pcaviator.com 


ШЕШ А а Ш Megascenery Pacific) Northwest 


he aircraft in this product is a true-to-life We RAFI -~ - | Im. 
AIRC he fourth title in the Megascenery series of ultra-realistic satellite ітаде- 


replica of the 1971 model F33A Bonanza. 
A throaty and lay-you-back-in-your-seat ан based scenery for Ғ52004 is coming soon with these hot features on DVD: 
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285 Horsepower Continental engine with m DE * 30,000 Square Miles of Washington State and Pacific Northwest 
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a 170 knot cruise speed and an 18,000 => di Ваза CL Ma eta ЦК sharper city texturing. 

service ceiling gives you a high performance | Swen | “ Famous Places Сомегед:- Seattle 
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tourer to cruise the flight simulator skies. 
This product recreates all aspects of the 
real world Bonanza F33A for you to fly 
in Microsoft Flight Simulator 2004 – all 
the way from minute 2D and 3D cockpit 
detail, to external surfaces, to authentic 


^ 


a LF 


— 





шагаа Ii 


engine sounds right through to exact flight 
performance modeling. 


PRICE: 05522.95 
*SUB. PRICE: US$21.80 


AUD$39.95 | 
AUD$37.95 / 


@™ o you've completed your PPL 
training in your Cessna 172 or Piper 
Warrior and now have your ticket. 
The local airport now looks a little 
too familiar. It's time to spread your 
wings, time for some cross country 
touring. Your perfect choice is the Piper 
PA-28-236 Dakota. You've now got 
yourself one to fly with Microsoft Flight 
Simulator 2004. This product recreates 
all aspects of the real world Piper 
Dakota (PA-28-236) 
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PRICE: US$22.95 
| *SUB. PRICE: US$21.80 


ARTS ET] Destinations 


G et a set of Airbus aircraft, and a set 

of holiday destination airports to fly 
them to! This add-on for the Microsoft Flight 
Simulator 2004 contains part of the Airbus 
fleet with 3 well-equipped Airbus models as 
well as 3 superbly detailed European holiday 
destinations. The aircraft models, an Airbus 
A330-200, A321 and A320 all have highly 
detailed cockpits (2D and 3D). Real sounds, 
original instruments and а realistic flight 
model are only some of the highlights of these 
fabulous virtual aircraft. Scenery includes Kos 
(Greeqal, Faro (Portugal), Monastir (Tunisia). 


AUDS 39.95 
AUD$37.95 


( PRICE: US$39.95 — AUD$69.95 
uw c" *SUB. PRICE: US$37.95 AUD$66.45 
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- And Everything Else in the area covered! 
* 50 Instrument Equipped Airports 
& Numerous Non Instrument 
* Major Airports. 
* Includes Day, Night and 
Winter Scenery textures. 





А00559.95 \ 
AUD$56.95 J 


PRICE: US$39.95 
*SUB. PRICE: US$37.95 
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nown as the world's only twin- 

deck airliner, the A380 is the 
most advanced, spacious and 
efficient airliner ever conceived. 
Fly 555 passengers over 8,000 Nm with the - 
LARGEST commercial Airliner ever! The Airbus Re — 
A380 is the new behemoth of the skies. 
Now you have the chance to fly this massive f 
aircraft in Ғ52004 with this complete A380 Е 
package from Wilco Publishing. Features 
Gmax modeling, 3D virtual cockpits and many 
more "bells and whistles". 


| PRICE: US$39.95 


*SUB. PRICE: US$37.95 


ave you ever wanted to fly for a 

E major airline? Fancy traveling the 
world, being responsible for millions 
of pounds worth of material and for 
the safety and comfort of hundreds of 
passengers? Wouldn't it be great if you Ја 
could do it in FS2004? eu 
Now you can. Airliner Pilot is a unique 
piece of software that puts you into 
control of an airliner in your own 
fictional airline... 
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PRICE: 05544 95 
*SUB. PRICE: US$42.70 
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We service you wherever in the warid you might be ad fram the one welstte & through our LOCAL OFFICES IN fit America Tol Free: 1-800-664-0033 
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GENERAL AVIATION SIMULATORS: 
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Whether you like to fly the s trainers, or the 
heaviest of commercial jets, the latest versions of 
these popular general/commercial aviation simulators 
are the closest thing you can get to flying the real deal 
on your home desktop computer! 


MicrosoitiFightiSimulator2004 A 


my" he biggest selling flight sim title of all time! Microsoft's | 
Flight Simulator 2004 – A Century of Flight offers virtual | 
pilots a whole world to explore, featuring over 24,000 airports, а | 
worldwide Jeppesen navigational database, and some of the best 
visual scenery available in a desktop simulator. There is a variety | 
of aircraft in your virtual hangar from | 
classic aircraft to modern jets, and there 
are hundreds of commercial expansions 
and hundreds of thousands of user- 
made add-ons available for this title. The 
inbuilt ATC system and Garmin GPS will 
take you from one point on the globe 
to any other, and the integrated flight 
analysis, flight planner, and learning 
center allow end users to plan, analyze 
and, most importantly, learn more about 


aviation itself. The perfect simulator for 
PRICE: 05539.95 AUD$64.95 any keen virtual pilot! 
*SUB. PRICE: 05537.95 AUDS61.70 у 


ПН ____ 


С у one of the most famous апа 
I effective interceptors of its time, 
the Lockheed F-104 Starfighter, in 
FS2004. The package includes accurate 
3D model for the F-104G, high quantity 
of animated components including a 
drag chute braking system with realistic 
braking effect, detailed photo-realistic 
cockpit, extremely accurate flight 
dynamics, real audio set recorded live 
form the F-104, and much more. A must 
have for the jet fighter fans. 








PRICE: 05534.95 AU 


0559.95 

о | *SUB. PRICE: 05533.20 AUDSSS. 45 
ЙШРЄШЇӨ | EE 
Plane 


az -Plane boasts the fact that they 
A have the best flight modeling 
engine in a home PC-based simulator, 
and rightly so. Favored by many 
hardcore sim users, X-Plane's detail in 
its flight models are second to попе. 
While not as visually appealing as the 
Microsoft simulator overall, X-Plane 
makes up for it in its smooth handling 
accurate visual model and a 3D and many customizable tech features. 
panel as clear as any FS2004 2D | X-Plane comes with subsonic and 
panel make the RealAir Spitfire a а (emulation cise supersonic flight dynamics, sporting 
top choice. —— d aircraft from the Bell 206 Jet-Ranger 
PRICE: 05%34 95  AUDS54 95 ) helicopter and Cessna 172 light plane to the supersonic Concorde | 


*SUB. PRICE: US$33.20 А00552.20. and Mach-3 XB-70 Valkyrie. X-Plane ships with about 40 aircratt 


spanning the aviation industry (and history), and several hundred 
Hina у Мамас! 


more are freely downloadable from the internet. if you enjoy the 
ow and Lethal Assault 


technical side of aircraft flying, and analyzing flight dynamics, you 
can't go wrong with X-Plane. The program is compatible with both 

Helicopters in Action! 
The sleek and fast fighters often get the 


PC and Mac systems too! | 
glory. But it's the helicopters that are 
right down in the thick of things in the 
dangerous and challenging assignments. 
Choppers have been a very vital part 
of the military defense. With the new 
Chopper Havoc add-on, you can fly these 
seven well-known aircraft: AH-1 Cobra, 
AH-64 Apache, OH-58 Kiowa, UH-1 Huey, 
UH-60 Blackhawk, SA-342 Gazelle, VH-3D 
Sea King "Marine I Presidential". 


PRICE: 05529.95 AUD$49.95 | 


*SUB. PRICE: US$28.45 АУ0547.45 J 


rom the virtual hangar of RealAir 

Simulations (developers of the 
Marchetti 5Е 260, Super Decathlon 
and Scout) comes one of the best 
spitfire models ever made for MSFS 
“Т was in no way prepared for the 
total accuracy and immersion ! was 
experiencing" - Dudley Henriques 
(warbord display pilot, commercial 
CFI - retired). 
Featuring nine liveries, highly- 








PRICE: US$39.95 AUDS/79.95 


*SUB. PRICE: US$47.45 А(/05/5.95 J 


Full details of all simulators and the add-ons available | 
them can be found online at www.pcaviator.com where 
you can browse the range 24/7 and view screenshots and 
expanded product details. 
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*Discounted Prices Shown іп BLUE Are Prices for Computer Pilot Subscribers 
and Reflect a 5% Discount Off The List Price. 


[ Computer Pilot subscribers enjoy а 5% discount off ALL purchases. 
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ecommended Ву РС Aviator As Тһе Best 

ADefragger For Flight Simulator Users! 
Fragmentation can be a major cause of slow 
loading times and blurry scenery where high 
resolution textures do not kick in fast enough. 
Features five defragmentation methods - 
Name, Modifed, Accessed, Space & Stealth. 
Automatic One Button Defrag. Complete and 
Flexible Scheduling including Screensaver 
Mode. Activity Guard reduces system resource 
usage if you're working while a Defrag is 
being performed. Fully packs, reorganizes and 
consolidates your hard drive to minimize re- 
fragmentation. For Windows XP. 
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PRICE: US$44.95 
*SUB. PRICE: USS42.70 


AUD$69.95 
AUDS66.45 


ATR72;000 


omputer pilots can experience first 

hand what it is like to fly the real 
ATR 72-500 in FS2004. Select to fly from 
the Captain's or First Officer's panel in 
either of the standard brown or newly 
available blue/grey cockpit configuration 
with highly details and functional panels. 
Explore the 3D exterior model and listë 
to the real cockpit and engine sounds 
recorded from the real ATR in a run-up in 
Toulouse. Highly recommended! 


AUDS59.95 Y 
AUD$56.95 J 


PRICE: US$34.95 
*SUB. PRICE: 05533.20 


== he default Cessna 2088 Caravan in Flight 

Simulator just doesn't compare to this 
model by FeelThere.com and Wilco Publishing 
Step aboard the best available Cessna Caravan 
Gmax model and experience ultra-realistic 3D 
aircraft modeling, highly functional 2D and 
3D panels featuring King package avionics 
that are compatible with GoFlight and Track!R 
gear. As an added bonus, you will also enjoy a 
30 minute Cessna Caravan video produced by 
Take Flight Video Productions! Don't miss this 
package if you are a GA fan! 


9 | PRICE: 05524.95 — AUD$49.95 Y 


*SUB. PRICE: (5523.70 — AUD$42.45 J 
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== he only expansion for anyone who 

likes their aviation a little "lighter". 
Flying Club features the four most 
popular general aviation training 
aircraft in the world – Piper Warrior, 
Piper Tomahawk, Cessna 152, Piper 
Seneca ||- as well as authentic Shoreham 
airport scenery, and you can even take 
FS2004's flying lessons in Flying Club 
aircraft! Features quality aircraft models, 
configuration tools and even the new 
Aeroface too! that will allow you to put 
your face image into the sim! 








PRICE: 05544 95 
*SUB. PRICE: US$42.70 


лл 
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AA very detailed flight planner for FS2004 
with High and Low Altitude Routes, 

NAV to NAV Routes and Direct Routes 
More unique features in this program are 
included in the Moving Map which can 
display all surrounding aircraft, even А! 
aircraft, in the air and on the ground! 
A separate GPS window displays waypoint, 
arrival, airport, route information and the 
arrival ILS with an automatic frequency 
transmission on the radio panel 


95 ^ 


AUD$69 
| 


AUD$66.45 J 


PRICE: US$39.95 
*SUB. PRICE: US$37.45 


1 Чаша 


«pP ho Cessna 172 Skyhawk is one of the most 
popular general aviation aircraft ever created 
Tracing its roots back to the original production 
lineage of the late 1950's, the 172 Skyhawk has 
undergone many changes. The Flight! Skyhawk 
172R captures the spirit and feel of this famous 
and popular high wing, single engine aircraft. 
Features include a photo realistic 2D panel, 3D 
aircraft model, exceptionally clear virtual cockpit, new sounds, and flight 
dynamics that have been developed using the real performance tables. 


PRICE: 05524.95 
\ *SUB. PRICE: US$23.70 


AUD$69.95 
AUD$66.45 | 








А00549.95 | 
А00547.45 j 





We service you y wherever late work үші might be a Ран tho one неби & through our LOCAL OFFICES IN Wii America Toll Free: 1-800-664-0033 
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INTFRNATIONAL CALLERS: IT 


SIDE USA + 1 849-292-1160 OUTSIDE Australia +81 +3 9592 8254 














S Global enhances your Flight Simulator 

2004/2002 scenery with 76 meter 
terrain mesh for the entire planet. Now 
every square mile of wherever you fly has 
vastly improved elevation data. The end 
result you experience... much better defined 
and more realistic mountains, valleys, 
crevices and slopes - for the entire globe! 
No matter where you live, or fly, you will 
enjoy enhanced terrain rendering. Over 
12Gb of data on 3 DVDs. Naturally, a DVD 
drive is required to install this product 


PRICE: US$49.95 
*SUB. PRICE: USS47.45 


AUD$89.95 
AUDS85.45 


V A Eth this new package PMDG 
M WV offers the long awaited larger 
versions of the 737 series. This 
package contains the 737-800 and 
-900 in many various liveries. Many 
enhancements have been made to the 
flight decks for added functionality 
and smoother frame rates. The 
inclusion of such features as TCAS 2, 
pushback capability, new CDU and 
audio panel functionality make the 
800/900 package really shine. 


* 
”“,, 
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PRICE: US$39.95 
*SUB. PRICE: US$37.95 


FD Live Cockpit 


== he Complete Interactive Sound 
Environment For Every Aircraft For 
Microsoft Flight Simulator! Compatible 
with FS98/FS2000/FS2002 and FS2004! 
Live Cockpit! brings your flight deck to life 
with full crew audio enhancements and 
a complete airport ambience including 
boarding sounds. Numerous flight deck calls 
are based on the aircraft type, weight апа 
speed. You can hear the captain making flap 
and gear calls at the correct time and the 
virtual co-pilot will respond and will operate 
gear and flaps. Not one to miss! 


AUD$69.95 
AUDS66.45 








А00559.95 
А00556.95 


PRICE: 05539.95 
*SUB. PRICE: US$37.95 


Order Online 24/7 @ www peaviaton com 


Li Flight Sim 


Put yourself behind a set of real controls with the CH 
Flight Sim Yoke complete with an authentic 3 lever 
throttle quadrant and numerous cockpit functions at 
your fingertips 7 
he CH Flight Sim Yoke USB gives you 

a flight yoke that's as close as you Can panve 
get to the real thing without spending 2 
the many hundreds of dollars that you 
would on high end yokes. Now you can 
control your aircraft like a real pilot would 
with left hand on the yoke and right hand 
controlling your throttle, prop and mixture 
and managing the rest of your cockpit. 


o0‏ ید 
Su‏ 


Po 





20 function buttons on your yoke support such functions as 
“electric” trim, views, gear, flaps and more! 
f PRICE: US$129.95 


\ *SUB. PRICE: 055123.45 


CHEE 
Complete Your Flight Control Setup and Master Those 


Crosswind Landings! 


our ailerons are only half of the picture. 

Complete your authentic flight control 
set-up with CH ProPedals USB, the ultimate 
choice in realistic rudder pedals! CH 
ProPedals give you realistic fully articulating 
(back/forth) rudder motion and also pivot 
on the toes for differential toe brakes (just 
like a real aircraft) where supported by the 
simulator and hardware interface. 


EXCLUSIVE 3 YEAR WARRANTY 

CH Flight Sim Yoke and ProPedals are also backed by CH Products 3 
year warranty. А guarantee that sets CH Products apart from other 
joystick manufacturers. That's а pretty reassuring quarantee of 
quality. Wouldn't you agree? 


Take Advantage of Our Special Combo Deal and Save! 
You can order CH Flight Sim Yoke And CH ProPedals Individually or 
you can save even more with our Yoke & Pedals Combo Deal. 








AUDS269.95 Y 


| 
AUDS256.45 J| 


T 
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PRICE: US$129.95 
“SUB. PRICE: 055123.45 


AUD 5249 95 1 
400523745 /| 
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Multi Engine Throttle Quadrant That Gives You 
Multi-Engine Control For Props and Jets | 


=E" hc CH Throttle Quadrant USB is the highly anticipated multi-engine 
Ш throttle quadrant you've been waiting for. Now you can experience 


the most realistic simulated flight control 
available for а reasonable price. With features | 
including physical detents. reverse thrust and full 
programmability with 6 axis and up to 24 buttons, 
you can utilize 350 button positions. Comes with 
4 black knobs, 2 red and 2 blue - for Twin or Set 
Engine set ups. 2 Year warranty 










PRICE: US$169.95 "AUD$319.98 


“SUB. PRICE: USS161.45 — AUD$303.95] | 


*Discounted Prices Shawn In BLUE Are Prices for Computer Pilot Subscribers 
and Reflect a 59$ Discount ОН The List Price. 


) | Computer Pot subscribers enjoy a 5% discount off ALL purchases. 


== 





— ndi 









lura С? 
Tooter ыз m aed 


O | | 2 


The Flight Cabanon Company! 

















os Angeles, San Diego, Palm Springs, — 
Catalina Island, Big Bear City, Mt San уу» , 
Jacinto, Malibu... See It All! Experience It 
All! From the vantage point of your aircraft | 
with MegaScenery Southern California. This 
part of the world is visually stunning. You 
don't even realize that 10,000 + feet peaks 
exist in Southern California. In fact they're 
even higher! This title fully captures the 
essence of the Los Angeles Basin. 14,000 
pe miles. Includes night scenery too! 


PRICE: US$29:95 
*SUB. PRICE: US$28.45 


00564.95 | 
А00561.70 J 





menm: Over 22, 000 square miles of 


New York City and surrounding areas (New 
York State, New Jersey and Connecticut), and 
3 scenery types all in the one product with our 
regular hyper-realistic "satellite" day scenery 
(summer, spring or fall), spectacular snow 
covered winter wonderland and awe inspiring 
night scenery, Megascenery New York is THE 
product for VFR pilots. No other product packs 
this much detail and printed documentation 
for the asking price! For #52002/252004. 


AUDS64.95 \ 
AUD$61.70 / 


PRICE: 
*SUB. PRICE: 


US $39.95 
US$37.95 


egascenery 05/2004: Northern 


Qo the Flight Simulator skies 

above 30,000 square miles of the 
picturesque and geographically diverse 
Northern California. Fly over San 
Francisco, Sacramento, and everything in 
between and everything all around. See 
spectacular sights such as the Montara 
Mountains, Diablo Ranges, Central Valley, 
Monterey, Oakland, Golden Gate and 
best of all - see and fly the San Andreas 
Fault just as it looks in real life! Includes 
all the charts you need to fly your scenery. 
Includes night scenery too! 





AUD$59.95 


É PRICE: US$39.95 
AUD$56.95 


\ *SUB. PRICE: US$37.95 





ЕШ _ 
| D d 1 | 
| а | ~ | 
% 1 


f | idi е) lau, w An W | 


The word's premier onii ne shomning site for "пи simulator amis = WWW. pcaviator com _ 











ot This Monti 








lj 


ША aegaCITY USA 2005 - Dallas/Fort Worth 

МЕ puts you in the skies above the Dallas/ 
Fort Worth metroplex at a level of realism 
that you've never seen it before in Microsoft 
Flight Simulator. It's created by taking 1 foot 
per pixel aerial photographs and placing them 
into Microsoft Flight Simulator 2004. You're 
not seeing a synthetic world. No, you're flying 
over an actual image of the Dallas/Fort Worth 
area and well... it's so real, you may as well 
consider that you're ЕШ "ем 





*SUB. PRICE: 0552370 


ze a o u == 


Мера СОЗ 2005/0 


egaCITY Denver is created from 1 

foot per pixel high-resolution colored 
aerial photography and gives you a visual 
flight experience above this modern "Rocky 
Mountain" metropolis in F52004 that parallels 
a real-life visual flight experience. You clearly 
see "everything" in the city below you from 
the vantage point of your own cockpit - right 
down to individual rooftops and individual 
trees on golf courses. The Rocky Mountains 
commence their formation to the west of 
the city and add to the thrilling experience of Й 
flight above this "mile-high" city. 


me 


AUD$37 95 , 





AUD$34.95 | 
А00533.25 


PRICE: USS19.95 
*SUB. PRICE: US$18.70 


ШЕШШ АШ Santi Flrancisct 


IV Mi egaCity San Francisco focuses in on 

М И san Francisco Bay and lets you clearly 
see "everything" in the city below you from 
the vantage point of your own cockpit - right 
down to individual rooftops and individual | < 
trees on golf courses! Over 3,000 square miles (ЖУ 

of 1 foot per pixel photographic resolution e 
(re-sampled to work in FS2004) lets you Y 
explore, from your cockpit, all the names and 
places you know "the bay": San Francisco 
Bay, Oakland, Montara Mountains, Half Moon 
Bay, San Jose, Concorde, Daly City, Golden 
Gate, Alcatraz, San Andreas Fault Line, And 
EVERYTHING ELSE you'd see from the real 
skies including every highway, street, golf 
course, waterway - EVERYTHING! 













PRICE: US$24.95 | AUDS39.95 


*SUB. PRICE: US$23.70 AUD$37.45 j 


We service you wherever in the wortd you might be 88 fram the опе website & through cur LOCAL OFFICES IN Nth America Tal Free: 1-800-664-0033 
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ALLERS: ОТНЕ LISA + 1 843-099-1180 — QUTSIDE Australia + 81 4-3 9592 8258 


At PC Aviator 


Uitimateytrattic 


B В ltimate Traffic enhances your Flight 
Simulator skies by adding real worid 
air traffic to your Flight Simulator 2004 
skies and airports. Ultimate Traffic provides 
users over 400,000+ scheduled flights 
based on real airline timetables. These 
schedules include International, National, 
Regional, Commuter and even Air Cargo 
operators. The flight schedules touch every 
corner of the Flight Simulator 2004/2002 
world. Along with TCAS system, AFCAD 
tools, Text-O-Matic, and online update tool, Ultimate Traffic is the 
premier Al traffic enhancement for Microsoft Flight Simulator. 


PRICE: US$29.95 
*SUB. PRICE: 5528 45 


MRAR _ 


FR-flying in Flight Simulator by using а 

W simple road-atlas? All Roads of Europe 
adds complete western European road 
networks to your Flight Simulator Not only #77 
does it add road networks for Europe, it 
does much more! It also adds all lakes, and 
even corrects the major streams and rivers 
so that they can be used for orientation. 
The designer even reworked all coastlines 
of the continent. And for all those 
enhancements data provided by NAVTEQ 
(these are the same you will find in the best 
car GPS systems) means that the scenery 
additions are as accurate as possible. 


CODE: ULTTRAF 


AUD$49.95 
AUD$47.45 
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СОВЕ: EURROADS AUD$69.95 


AUDS66.45 


PRICE: US$39.95 
“SUB. PRICE: US$37.95 


| - س امف‎ td ae 
"т һе Flight Simulator Pilot's 
Information Manual teaches you 
everything you need to know about 
aviation from a flight simmer's point of 
view.... all in the one book. 
Learn about: Aircraft types and parts, 
pilot certifications and ratings, airspaces 
and airways, air traffic control, weather 
conditions and sources, general flight 
rules, navigation aids, flight-sim conversion 
formulas, and much more! Whether you 
are in Africa, Asia, the Americas, Australia, 
| Europe or the Pacific Rim, Flight Sim Pilot's 
IInformation Manual is for you. 


INFORMATION 
Manuat 
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AUD$24.95 
А00523.70 / 


CODE: BKFSPIM2005 PRICE: 05512 95 


"SUB. PRICE: US$12.30 





(рї Online 24/7 @ www. peaviaten com 





Click on over to www .pcaviator.com/shop for the best 
flight sim shopping experience on the ‘net! We've got the 
biggest range of flight sim products in the world, we 
ship to anywhere on the planet, and we ship it fast! 


Over 4,000 flight sim enthusiasts a day visit us for their 
flight simulator needs! 


Our fully database driven website lets you find what уои" 
re looking for and then order it with point-and-click ease. 


PC AVIATOR PRODUCT 


Equivalent prices for Australasian customers 
(in Australian Dollars) can be accessed through our website. 
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All major credit cards accepted. 


J ORDER BY PRUNE/TAA 


PC Aviator USA 
For U.S. /Canadian/European customers and all other 
countries not covered by Australian office. 


Phone То!! Free: 7-800-664-0033 (within the USA) 
Outside USA: 843-232-1160 
Fax Orders: 843-232-1166 
Back Issue Pricing: 


Volume 1-7 issues: US$3.00 per issue 
Volume 8-9 Issues: US$7.95 per issue 


Please add 51 pet issue for US postage and $3 per 1» for international 
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BY PETER DODDS `) 





" have always found maps fascinating. 

| To те, they encapsulate the efforts 
Ж or humanity to fame this planet 
on which it happens to find itself. 
Consequently, vou can quichly see those 
areas which we have not tamed, though 
one tends to gloss over these because there 
is Није on the map to sce. With blight 
Simulator, however, ме have a wonderful 
tool with which to explore these areas 
in more detail = assuming, that is, that 
Microsoft has допе its bit far geographical 
accuracy. On this assumption, I decided tu 
explore a little further north than the tins 
island on which i live. 


50 


My plan was to depart from Liverpool in 
the UK, and route initially via Edinburgh 
to Stavanger in Norway, for [ was going 
north - a long way north. The population of 
Norway is 5 million, and it is almost 800 
miles as the crow flies from Oslo, the capital 
in the south, to where Santa Claus lives in 
Vardo, Lapland. Apart from the nomadic 
Laplanders, Santa Claus and his elves, there 
is almost nobody at all in that icy barren 
land. There are a few scattered airfields by 
which the Laplanders and their reindeer 
are kept supplied, and through which Santa 
Claus pets the millions of letters sent to him 
every year. 





A pood aircraft for my planned irip would 
be the de Havilland Twin Otter. a versatile 
aircraft, delightful to fly, and capable of long 
flights. Built and ubiquitously operated in 
Canada, и is no stranger to forays into regions 
where a population map shows a density of 
less than | person per square kilometer — and 
there are still many such regions on our planet. 


A member of my virtual flying club 
said that there was a Twin Otter on skis 
in the ‘downloads’ section of AVSIM and 
| found it quickly. This aircraft has been 
"built" by Premier Aircraft Design - 
http://www.premaircraft.com/ 


CPM. У918 


| emailed Barry Blaisdell, who is part of 
that partnership to sce if there was а wheeled 
version in the same livery, and within 24 
hours he sent me an updated version in two 
models — with big fat tundra wheels, and 
with skis. Perfect. Barry has very kindly 
arranged that Computer Pilot readers can 
download these two aircraft from http:// 
www.fliehtsimnetwork.com/premaircraft 
pc тар/аһсб ani.zip 


Apart from seeing these attractive aircraft 
on a visit to the Scilly Isles a few years ago, 
| knew nothing about them, but once I had 
mastered the turbine start sequence (my 
previous aircraft engine knowledge being 
strictly of the reciprocating variety) it was 
simplicity itself to fly. Ground acceleration is 
impressive compared to the Cessna singles 1 
am used to. After rotation at 90 knots | was 
off the deck in no time. A few circuits to get 
used to things a би, and ] was on my way, 
climbing to FL 70 enroute to Edinburgh, 
Stavanger, and all points north. 


| had just passed Pole Hill VOR, 
when both engines suddenly cut out 
simultaneously. | frantically looked up the 
flight documents for best glide speed and 
the restart procedure — I found the best 
glide speed – 120 knots, but there was 
nothing mentioned about restart. Oddly. 
the ASI was reading zero, and 1 suddenly 
realized what the problem might be and 
switched on both pitot heat and anti-ice. 
| tried a normal restart. Not only did 
the engines then restart (phew!) but the 
Airspeed Indicator suddenly flicked round 
from zero to 140 knots. Surprises like that 1 
can live without! Such is the excellent glide 
performance of this aircraft, in all that time 
[ had only lost 3,000 feet. 


The route north from Stavanger followed 
the dramatic glacier-cut and island-shattered 
coastline, some of the fjords being hundreds 
of miles long with the mountains plunging 
thousands of feet into the sea. Some lords 
are as deep as the hills are high above them. 
Just north of Stokka VOR and the town of 
Sandnessjoen, I crossed the Arctic Circle. 
This is the parallel of latitude that runs 66° 
33° 38" north of the Equator and defines the 
southern extremity of the area where there is 
24 hours of daylight in midsummer and the 
midwinter sun never rises at all. At Bodo, | 
decided to see the arctic dawn for myself. 
so took ott at 2:45 a.m. with the sun already 
partially above the horizon. The early start 
was well worthwhile, for the colors were 
spectacular. И really is easy to forget that this 
is Flight Simulator, à computer program, not 
the real world. The coastline began to break 


up north of Вода, and I mused as | flew, that 

so many of my worldwide explorations took 

me to islands, and 1 wondered just how many 
islands there are in the world. 


The last airfield at which I landed in 
Norway was Tromsg, not quite as far north 
as it is possible to go, but almost, because 
as you go further "up" you start travelling 
east towards Russia. At Tromse [ had to 
modify the aircraft by fitting skis. Although 
this would have meant several hours of hard 
physical labour in a biting sub-zero wind 
were it for real, in FS it was just a few mouse 
clicks. My new Otter-on-skis truly looked the 
part for Arctic exploration. 


I did a few practice circuits, landing on 
the snow alongside the hard runway to 
make sure that my aircraft and I weren't 
going to become a permanent part of the 
polar landscape, then off I set on the next 
leg of my journey across a 500 mile stretch 
of water to the Svalbard archipelago and 
Longyearbyen, the world's most northerly 
town, population 1,800, Latitude N78° 
14.43' Longitude E15? 25.15". There was 
coal once at Longyearbyen, but when that 
ran out, the crafty Norsemen introduced the 
place to tourists, who now flock there in 
droves, apparently. 


Enroute, | passed the small Bear Island, 
fost in this vast ocean, but sporting an NDB 
called Вјоглоуо, which provided a valuable 
navigation aid. Svalbard was big and barren. 
and looked like a place with а population 
density of less than one person per one 
hundred square kilometers, never mind one 
person per one square kilometer! Where | 
was headed next was even bleaker, for | was 
off to find the North Pole - the Geographie 
North Pole that is, as in Latitude 90 degrees, 
(Longitude - vou choose, for it depends 
which way you are facing). At the moment, 
for it moves around quite a Lot, the magnetic 
North Pole is located more than 700 miles 
south of the geographic North Pole at 
N78?18' W104° 00°, 250 miles southwest of 
Ellef Ringnes Island in Canada, so in order 
to reach my next destination reliably, 1 had to 
use the inbuilt GPS, 


There is no land at the North Pole, only the 
Arcuc Ocean, which comprises around 16 
million sq. km of floating saline ice, (greater 
than the size of the USA), shrinking to about 
half that in summer, with open water leads 
developing between the shifting ice. This 
water is warmer than the surrounding air, 
Which makes the Arctic the most humid place 
on earth — more humid than the Amazon rain 
forest. Because of these open water leads, the 


best time to take an aircraft to the Pole is in 
spring before they have formed. Around the 
equinox, the number of daylight hours would 
be close to 12. plenty to allow me to take off 
and land in the light. quite important with my 
level of (in)experience. So I arranged with 
Flight Simulator to fly on Арп! 197. | know 
it’s only imaginary, but I needed to land on 
ice not water! 


i set up the GPS with a flight plan. which 
indicated that ту destination was 662nm 
away, and took off from Longyearbyen earlv 
in the morning. setting the ашор ог to follow 
the GPS heading. There was nothing to see 
of course but water. then at latitude N82? the 
polar ice sheet began — a vast unbroken line 
of white. 


So there 1 was, musing about daylight. 

polar bears, landing direction (how would 

| know which way the wind was blowing). 
whether Microsoft had placed anv scenery at 
the Pole to confirm that I had found the exact 
spot, when around latitude NSS" 1 became 
aware that there was a slight westward dritt 
to mv track. The indicated wind (Shitt-Z) 
was 21 knots at 056, hardly enough to 
disturb mv forward motion significantly. 

Bv latitude N89" the westward dritt was 
pronounced, and by N89* 257 | was hurtling 
sideways. I also noticed ahead a flat topped 
mountain with the ends sloping down at 
precisely 457, This was no mountain though 
-this was a wall, the end of the flat earth 
that Flight Simulator pilots hit t£ they try to 
go too far north. | say trv. because at exactly 
МӨ” 30° the sideways motion Was extreme 
to the point ot being trizhtening, and all 
torward progress simply stopped. 


| turned the aireran eastwards heading 
FIO" to counteract the westward movement. 
but E didn't slow at all; although | was at 
least travelling on the same axis as tlie 
“movement”. | managed to land at some 
extraordinary touchdown speed, and 
applying reverse thrust | stopped, and 
started moving backwards in tact, but 
feuthering the props I started otl again 
forwards across the ісе, This was bizarre! 
Ву repeated application of reverse thrust 
and applving the parking brake at the same 
time (why - on skts?}, 1 did eventually stop. 
| was at latitude NS9° 27^, just 33 nautical 
miles from the Pole. but there was no way 
| could get any turther. 1 had to assume that 
you actually can't reach the absolute pole 
in Flight Simulator, due to the complexities 
ot the mathematics involved in the Lambert 
Соме Conformal Projection which FS 
uses to portray the spherical earth as а flat 
surface with the poles at the top and bottom. 
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So I decided to plant my traditional 
group of flags there, although i had 
intended to plant them at the North Pole of 
course. А friend of mine. Kevin Bryan. a 


Gyrocopter enthusiast. and builder of small. 


fun and eccentric but eminently flyable 
aircraft for Flight Simulator, (do a web 
search for "Kevin Bryan Unreal Aircraft) 
had built the flag group as an "aircraft", so 
| could slew it to any position | needed for 
“We eot here" screenshots purposes. 


The last part of my journey, not wantng 
to remain in the Arctic wilderness. was 
to fly to the nearest Canadian airfield. 
and back to civilization that way. So with 
the help of the GPS. I flew westwards, 
mostly along the 88° parallel. the 689nm 
to the utterly remote Alert landing strip 
in Canada. Here | found that the hurtling 
ground с есі was still present. but the 
runway remained in the right place, giving 
а good impression of a rocket-propelled 
aircraft carrier. | landed badly, missing the 
runwav and landing to ane side in the snow. 
due probably to сесі af this illusion. 
In these extreme latitudes, with extreme 
simulation mathematics, it was no odder 
than anything else which was happening 
to me. I taxied across to park alongside the 
sole building depicted in the scenery, the 
radio shack trom which, presumably, а cold 
war nuclear missile early warning would 
have come. 


Alert is another very "northem" 
settlement, just 817 kilometers [rem 
the North Pole, near the northeast tip 
af Canada's Ellesmere Island (although 
"near! is relauve). Here Î discovered that 
the compass pointed south west, tur Alert 
is more Northerly than the magnetic pole! 
lt is à Canadian Forces Station with the 
motto daw Nunangata Û ngata ~ Beyond 
the Inuit lands. И has been permanently 
inhabited (by temporary stat) since 1950, 
eavesdropping on "enemy" states (whoever 
they are at the moment). 


| said at the beginning that there 
were huge areas of the globe which are 
largely uninhabited. When | checked 
how {аги was south to Goose Day, 
in New toundlaud, hardly 3 bustling 
metropolis itself. nor the center of 
Canadian lite. E found it was а mere 1,576 
nautical miles. No doubt this vast tract of 
planet also has a population density of less 
that | person per square kilometer! 


[his was a very Interesting Journey and 


J encourage you to try it for yourself) Can 
you land exactly on the "North Pole’? > 
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Pilatus PL-12 


| BY BENE DAVIS ) 











ince the early days of Flight Simulator, at least to the 

point where one could have third party aircraft in it, I 

have always enjoyed flying the Pilatus PC-12. For me, it 
was something that | was pretty unfamiliar with and offered a 
different type of aircraft to fly, thus making it something fun and 
challenging to learn. Flight 1 has brought us yet another fantastic 
aircraft add-on, this time around we get to look at the world of 
the Pilutus PC-12; this coupled with a magnificent set of avionics 
and a beautifully modeled exterior makes this an excellent choice 
for any MSES user. 





— -m ----- 





| Тће Раскаде 
| For the low cost of USS26,95 and afler a rather simple installation. 
| you will be up and flying the skies. At the present time the Pilatus 
is available as a download through the Flight | website and it uses 
4 their traditional Flight One e-commerce wrapper for its installation. А 


boxed version will likely follow. 
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The add-on package comes packed with four different models and 
six variations for you to choose from. included is an exceptional 
interactive tutorial designed specifically for the PC-12; it will 
cover everything trom cold start to landing procedures, as well as 
an introduction to the Pilatus autopilot. You will also find a pretty 
intensive manual, but surprisingly there are no checklists provided on 
the kneeboard in MSFS. 


As usual, Flight ! has included their easy-to-use " Textomatic" 
program if you choose to add other paints or liveries to your hangar. 
Liveries or paints for this aircraft can be found at your favorite flight 
sim sites and are generally free of charge. 1 really haven't found а 
need to hunt for liveries as the ones that come with this package offer 
а nice variety to choose from. 


In the initial package release, there was some disappointment 
over the lack of a virtual cockpit and cabin with all but one model, 
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now with the release of their first service pack for the РС-12, Flight 1 has 
corrected some of the smaller issues with the PC-12 and corrected some 
pretty obvious oversights as well to bring the package up to the high quality 
offering we expect. | just want to thank the folks over at Flight 1 for adding 
a virtual cockpit to each of the aircraft models, and for continuing their 
commitment to customer service and user satisfaction. И has really been nice 
making use of the rest of the PC-12's that came with this package. 
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With a cruising speed of 310 MPH at a ceiling of 30.000 feet this aircraft 
will get you just about anywhere you need to go in no time at all. Powered 
with a Pratt and Whitney PT6A-67B engine, its ability to travel a great deal 
of distance makes this aircraft an excellent choice for both the pilot and 
passenger alike. The plane's accessibility to smaller airstrips can make for 
some very interesting flights; ] took this one into some pretty mountainous 
regions in Flight Simulator and its ability to land on short runways/strips, and WELCOME ABOARD CAPTAIN 
its extremely low stall speed made for some very dangerous, but challenging 
approaches! 


The PC-12 1s a sleek looking aircraft that offers some very nice visual 
treats. The visual model that Flight ! has developed is rich in detail. but also 
frame rate friendly. Scanning the outside of the plane you will notice the 
detailed wheel wells and the complex lighting systems on the aircraft. It's 
really hard to put it into words, but the plane just has a "real" look to it. ТЕ 
you go to the rear of the plane and look at the tail assemblies you will know 
what [ am talking about: и has a very solid look to it! 


Included with your flight model is a fully-rendered virtual cabin. 
Now, І really enjoy aircraft that come with the cabin option, but the hit 
on performance often makes less desirable to usc, but this one will not 
disappoint as it isn't bogged down by miniscule details. It simply gets the 
point across. The over-the-wing view from the passenger compartment is 
commendable and makes for some nice sightseeing adventures. 


The PC-12 comes with both a 2D panel and a fully-functional virtual 
cockpit. The aircraft is packaged with a wonderful avionics suite; 
15 complex MFD’s and fully functional KLN90 B GPS makes lor a 
fantastic flying experience. [ especially like the way they chose to 
produce the EADI display. it really shows the level of quality that this | РК | 
package offers. The autopilot system is also laid ош a little ditlerent, THE SPECTRE 
and takes a little getting use to, however, once you have watched the 
autopilot portion of the tutorial, you will find that it is relatively саху to 
use and simpler in many ways from other aircraft. 


I personally like the look and teel of the virtual cockpit and 2D panel: 
it has a very utility-type feeling to it. H's not bogged down with a lot of 
detail and it is all pretty straight forward and to the point. Something 
else 1 noticed while flying this plane is that has an excellent field of 
view for the pilot. You don't have to fight with raising and lowering the 
view which subsequently usually ruins my approaches because | forget 
about changing it back. Another nice feature is the ability to monitor 
the amps that the plane's systems are using, for example, tf you turn on 
all of the lights and the icing systems, you will notice a digital readout 
representative of the added power utilization... demand too much power 
and the warning bells start ringing! 


You will also find a "fully-animated" GPWS, аз well as the traditional 
callouts that come with these types of aircraft. The waming system is 
also nicely done. If you overload the aircrafl’s power systems or you are 
not configured correctly, you will start receiving warning chimes and the 
warning display will come alive. Another nice feature is that the developers 
chose to provide a warning callout for your main passenger and cargo doors. 


NO TROUBLE FINDING SEAT SA 
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OVER THE SWISS ALPS – PASSENGER VIEW 747-20, 141 


x we x | Don't torget the functioning sun visors, | thought this was an 
= | interesting touch and guess what? They actually work when flying 
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a The sound in the Pilatus package is rewarding and is ultimately 
“IT’S A LITTLE TO BRIGHT IN HERE!” 


what Î think the plane would sound like. New, what really 
compliments the exterior and internal engine sounds are the plane's 
audible systems and warning chimes ete. These coupled with the 
engine sounds make for à realistic audio experience during vour 
fight. The true test ofa Pilatus pilot is to leam what each sound 
means, every chime has а different meaning and it will make things 
a lot easier once you know what each one means, otherwise vou will 
find yourself thipping switches trying to get them to stop. 


The gear and flap sounds are also nicely done, of course this is no 
surprise but they deserve seme recognition. If vou have а decent sized 
subwooler, crank it up and feel the gear come up under vuur teet. 


To Buy or Not to Buy? 

Coming in at under 30 bucks (USS) this add-on is a must have for 
just about any armchair pilot, and with Flight Us seal of approval, this 
makes for an excellent addition to your atreratt hangar. Personally, 

Ud have to recommend this plane to just about evervone, its sheer 
attention to detail and beautiful 3D models will make this package 
attractive to many simmers. The package is available now at 
www.fliphtl.com and а boxed version will likely be released in the 
near future. > 
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Fractional Û 


BY DOUG HORTON 3) 


за 7 4; (5200475 default Artificial Intelligence (Al) traffic feature 
- | i provides a full range of Al airliners, as do several add- | 
| - on AI traffic programs; however, these programs аге | 
| not fully realistic because they ignore (ће large numbers of | 
| general aviation (GA) aircraft that populate skies and airports, 
Eg particularly business aircraft, such as turboprops and business | What are Fractional Ownership Airlines? 
| | jets. For example, onc international company, NetJets, Inc. | Fractional ownership operations began in 1986 with the creation 
| (formerly Executive Jet Aviation, Inc.) operates enough aircraft f ofa program that offered aircraft owners increased flexibility in both 
А | and flights that if it were an airline, it would be onc of the largest | ownership and operations. Due to chanpes or reinterpretations of 
y | in the world, fying about 750 flights per day, in a variety of | existing law, aircraft ownership could now be shared, resulting in a 
| business jets, and employing over 2500 pilots? Look at uirport | new class of owners, fractional owners. This program also provided 


for professional management aircralt and operations. The aircraft 

owners use à management company to provide aviation management 

services, including maintenance of the aircratt, pilot training and 
assignment, and administration of the leasing of the aircraft among 

| the owners. The management company also provides 24/7 dispatching 


| statistics for secondary airports (where the business jets tend | 
| to operate instead of the largest airports) and look at CA as 
a percentage of total flights. At Midway Airport (KMDW) in | 
m Chicago during 2004, for example, there were over 200 GA flights 
i per day — mostly business jets. or about one GA operation for 
| every two and и half airliner operations. This article describes | services for the aircraft (including Пірім planning), as well as catering 
the fractional ownership concept and provides и sample week's. | (ог passengers and crew, and crew logistics (hotels and airline travel). 
| real flights, with Ғ52004 flight plans and flight files that can ђе | During the 1990's the growth of fractional ownership programs was 
| downloaded from www.computerpilot.com (in the Download | substantial and this growth continues, particularly now, with increased 
Library section for this issuc) 


ЕЕ — needs for privacy and personal security. 
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How does fractional ownership work? Consider two alternatives for 
operating a “light cabin" (seven-passenger) business jet for a corporation. 
Costs are higher, of course, for medium or large cabin aircraft. 


Alternative One: Full ownership (light cabin — seven- 
passenger capacity): 


* Purchase aircraft for $6,400,000 (USD). 

* Purchase or lease a hangar and related auxiliary equipment. 

* Hire and train at least two pilots per aircraft—and usually more— 
го cover training time, vacations, and periods of heavy aircraft use. 

* Pay for aircraft maintenance as nceded, with aircraft unavailable at 
various times — some planned and some unplanned. 

* Manage aircraft, crew, flight planning, dispatching, crew logistics, 
and catering for crew and passengers. 


Alternative Two: Fractional ownership: 


* Purchase 1/8 share of light cabin (seven-passenger) aircraft. such as 
a Hawker 400XP. for about $800.000. This share typically includes 
100 hours of flying, on 10 hours notice before each flight, from 
anywhere in the U.S. (for U.S. programs). 

* Management fee of about $10,500 per month. This fec covers 
indirect costs such as pilot salaries and training costs. hangar 
facilities, aircraft insurance, and other support such as flight 
planning and dispatching. 

* Flight charge of about $1600 per occupied hour. This fee covers 
direct operating costs for flights, such as fuel, shared maintenance 
costs, catering, and landing fees – based on flight time. plus a short 
allowance for taxiing at the beginning and end of cach flight. 


Note also that 1/4 to 1/16 shares can typically be purchased. with 
proportional purchase and monthly fees, and similar hourly flight fees. 


You can see that the fractional plan provides much more flexibility 
and places the aircraft and crew management responsibility with 
professionals. Additionally, fractional share airlines have introduced 
ın the past few years programs with blocks of prepaid flight hours for 
non-owners, though the charges are significant in order to cover full 
costs of operation. Continuing the example above, the pre-paid non- 
owner charge for flying up to seven passengers, on 10 hours notice, 
for 25 hours in а light cabin aircraft during a one year period, is about 
$110,000 or about $4400 per hour. 


By way ol examples, you can learn more about typical 
fractional ownership programs and fleets by visiting 
www.netjets.com (by Berkshire Hathaway). www.flexjet.com 
(by Bombardier), www.flightoptions.com (by Raytheon), and 
www.citationshares.com (by Cessna Aircraft Company and TAG 
Aviation) – the four largest fractional ownership operators in the U.S. 


A Week in the Pilot’s Seat 


What's it like to Йу for a fractional ownership airline? Here's an 
example of a typical week for а Captain of a medium-size business jet 
flying а меск-оп, week-olf schedule. In this ease, the Captain accepts 
а day of overtime and is on duty for eight days, though he doesn't Йу 
one day during the week. Typically, tractional ownership airline pilots 
are dispatched one day at a time. due to the variability of sharcowners 
being able to request tights on as little ах six hours notice. These 
example fights were flown in a Gulfstream 0200, similar to the 
aircraft and control panel shown in the photos. 





GULFSTREAM G200 AIRCRAFT 





GULFSTREAM G200 COCKPIT 


Day 1 

The sample duty week begins with "urlining" trom the pilot's 
home in Columbus, Ohio to Lambert - St. Louis International Airport 
(KSTL) to meet the assigned aireratt aud passengers, then Aying to 
San Francisco International Airport (RSEO), 


The Might plan tor this trip is KSTL LINDY2.N IHE ХІНСӘІСІ J19 
LBL TBE ALS ЛОВ КУК BCE ILC 458 OAL MOD KSFO. Note that 
the tight plan segment “VINEET means Лу the 2617 radial from 
the VIH VOR until vou receive the ICT МОК, then fly to ICT, because 
the VIH and ICT VORs are about 275 nm apart, and vou can't jet 
continuous reception. [he planned altitude is FL 590, departing at 
1503 local time. Planned Йо time is 4.4 hours. Atter arrival at 
KSFO, the pilot spends the night near San Francisco airport to rest for 
the next day's fights. 


Day 2 

The first flight on this long duty day is from San Francisco to 
Los Angeles for repositioning, without passengers. The Aight plan 
Is KSFO MOONY AVE.SADDEG KLAN, at FL370, departing at 
1315 local. Logged flight time is 1.4 hours. Note that the arrival for 
KL AN includes the Avenal (AVE) transition to the SADDEO Standard 
Terminal Arrival Route (STAR), and reenactment of this fight will be 
more realistic if you can locate and download this STAR. 








The main flight for the day is from Los Angeles to Honolulu 
International (PHNL) with passengers. The flight plan is KLAX 
PERCH C1316 DINTY R576 DENNS.MAGGI3 PHNL. at planned 
cruise altitude of FL390. departing at 1614 local. As you I! see on 
your kneeboard in the Nav Log. high altitude airway R576 extends 
between DINTY and DENNS with intersections DUETS. DONER, 
DOPPS, DIALO. DEROK. DANKA. and DUFFE. Also note that the 
arrival is from the DENNS transition of the MAGGI3 STAR. The 
planned flight time for this flight is 5.9 hours. 
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FS2004 FLIGHT PLANNER AFTER LOADING SAVED 
FLIGHT PLAN FROM KLAX TO PHNL 
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FLIGHT PLANNER EDIT TAB SHOWING ROUTE FROM KLAX FROM PHNL 
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FS2004 GARMIN 500 GPS NAV РАСЕ, 
SHOWING ROUTE SEGMENT FROM KLAX TO PERCH INTERSECTION 


Day 3 

This day is provided for crew rest in Honolulu – one of the 
occasional benefits enjoyed by regular and fractional ownership 
airline pilots! 


Day 4 

After a day of crew rest, it's time to fly back to the mainland, and 
the Night will be without passengers. from Honolulu to Oakland 
Internanonal. The flight plan is PHNL МККА.АРАСК R463 ALCOA 
KOAK. Notice that Departure Procedure Molokai Four (MKK4) is 
flown to the APACK transition. You'll fly to the МКК VOR, then 
along R463 on МКК VOR radial 004 to MAGGI. Departure time 15 
0843 local. and with the forecast tailwind. the planned flight time Is 
5.0 hours. 


After arrival and refueling at Oakland International, the day 
continues with a flight to Scottsdale. Arizona (KSDL) without 
passengers to reposition for the next morning's Might. The Might plan 
is KOAK SKYL3 WAGES BOILE BLH.ARLIN3 KSDL, which 
includes the Skyline Three Departure Procedure to the WAGES 
intersection and Blythe (ВІ) VOR transition to the Arlin Three 
arrival to the Phoenix area. Departure time is 1733 local, and the fight 
is planned Гог 1.7 hours. 
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GARMIN 500 GPS NAV PAGE SHOWING POSITION OVER SAN JOAQUIN 
VALLEY, WITH TERRAIN DISPLAY ENABLED 


Day 5 

There's one Пішін this day, Iram Scottsdale to Chicago DuPage 
(КОРА) with passengers. The flight plan is KSDL ABQ JIS SLN 
J96 TRK J26 BDF КОРА, at a planned altitude of FL370. Notice 
that neither a DP nor STAR is included in the Might plan. However, 
airway J26 will take our Hight to the Kirksville (RK) VOR, then to 
the Bradford (BDF) VOR. Notice that IRK is one of two transitions 
to the Bradford Three STAR for fights arriving at Chicago O'Hare 
from the southwest, and though the flight isn't arriving at O’ Hare, 
is flying the equivalent of the IRK.BDF3 STAR. Thus, the route 
is consistent with ATC procedures for high altitude arrival from the 
southwest into Chicago, Departure time is 0736, and the planned 
flight time is 3.0 hours. 


Day 6 

On this day, the crew needs to reposition the airera for picking up 
passengers in the Bahamas, then take them to Teterboro, New Jersey 
(KTEB). So. и ]l he an international flight from Chicago DuPage to 





Great Exuma airport (M YEF) without passengers. The flight plan is 
КОРА BVT J89 IIU J99 VXV J46 AMG J45 OMN J79 VRB BR62V 
ZFP BR65V ZQA А555 GEROT MYEF. This flight climbs to an 
initial cruise altitude of FL370, then after burning off some fuel. 
climbs to a final cruise altitude of FL410. Departure time 1s 0908 
local. and planned flight ume is 3.1 hours. The route is shown on an 
accompanying view of the FS2004 tlight planner Edit screen. 
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Cruising altitude | 37000 


FS2004 FLIGHT PLANNER ROUTE FROM CHICAGO DUPAGE КОРА ТО 
GREAT EXUMA, BAHAMAS MYEF 


After slightly more than an hour at Great Ехала airport, three 
passengers and baggage are loaded. and the алгай takes off tor 
Teterboro, New Jersey, with the following Hight plan: MYEF GEROT 
А555 ZQA BRSSV BARTS ARS CLR ARI UAM 1191 PNEJAIKEI 
KTEB. The planned altitude is FL 390, the departure tune is 1431 
local. and the planned time is 2.8 hours. 


This is a long Пути day; but because of the need to reposition 
for tomorrow's tight, aller arrival m Teterboro, the crew thes to 
Dekalb-Peachtree (КРОКУ airport on the northeast side of Atlanta, 
Georgia, without passengers. Phe Night plan is KTEB АММА J48 
ОРЕ. AWSONI КРОК with a planned altitude ot FL 310. Arrival in 
the Atlanta area will be via the FOOTHILLS VOR (ODF) transition 
to the Awson One STAR. Departure time ts 1847 local time with a 
planned а time of 2.1 hours, totaling eight hours tlving for the day. 


Day 7 

It's heen а busy week of flying, but the week isn't over vet. On 
day 7. the crew flies three passengers trom DeKalb-Peachtree to 
Vancouver Intemational, British Columbia, Canada (CY VR) with 
the following Hight plan: КРОК WET WO GAD MEN J41 МС 
PWE СВЕ BFF BOY DBS 152 GEG.ACORD7 CYVR. departing the 
КРОК ramp at 1100 local. The planned altitude is 21.350, burning off 
fuel until the MEM VOR, then FL390. Planned arrival in Vancouver 
is via the Spokane VOR (GEG) transition to the Accord Seven STAR, 
with a planned flight time of 5.1 hours. 
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Day 8 

Аћег spending the night in Vancouver, there аге three passengers 
to fly to San Francisco International for the last duty day. The flight 
plan is СУМЕ YVR J126 EUG J143 RBG.GOLDN4 KSFO ata 
planned altitude of FL370, departing at 0753 local time. Arrival in the 
San Francisco area is via the Roseburg VOR (ЕВО) transition to the 
Golden Gate Four STAR. Planned flight time is two hours. 


After landing at KSFO, the Captain rode a scheduled airline flight 
back to his home in Columbus, Ohio. What a week! Here are the 
summary statistics: eleven flight segments, three countries, 14,055 
nautical miles (equivalent to ћуте almost 60% around the world). 
and 36.5 hours in the logbook. 





KSTL - KSFO 1579 
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Building Real Routes for F52004 

To prepare downloadable FS2004 flight files with flight plans based 
on the real flight plans, I began by trying to program one plan with the 
FS2004 flight planner. ! quickly found this to be an insurmountable 
task because the "drag-a-track" method is quite tedious for longer 
flights and panicularly flights that include airways, DPs and STARs. 
What to do? Solution: use a flight planner that's easy to use and can 
readily export to FS2004. 1 chose to use Emie Alston's great /SBuild 
program. The example FSBuild display shows the route on Day 7 
from DeKalb Peachtree (КОРК ) to Vancouver Intemational (CY VR). 
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FSBUILD WAS USED TO CONVERT ACTUAL FLIGHT PLAN TEXT STRINGS 
INTO Ғ52004 FLIGHT PLANS. 
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Га used the older freeware version of the /SBuild flight planner. 
and Га beta tested the newer commercial version. 1 hadn't used it 
recently but it was on my hard drive and ready to go. The program 
is almost completely intuitive. It handles DPs and STARS, calculates 
vertical profiles (including step climbs), understands a variety 
of manual flight plan inputs, and. most importantly, it can export 
flight plans in a wide variety of formats, including FS2004. It also 
includes dozens of features 1 wouldn't need for this task. so it's quite 
impressive, and ] recommend it highly. at www.fsbuild.com. 


Flying the routes in FS2004 

The entire collection of FS2004 flight files for these fractional 
ownership airline flights can be downloaded from the Computer Pilot 
website. Each flight has been saved with its respective flight plan. 
with the Learjet 45 Anniversary Edition as the selected aircraft. Each 
flight is set up for the date and time actually flown in 2004. Because 
actual weather for the flights is not available, the flights are set up to 
download real weather at the time you fly. Flights statt at GA parking. 
with engines running, parking brake set, and flight paused. If you 
wish, you can turn engines off and "start cold" for more realism. If 
you pop up the Garmin 500 GPS а! the beginning of each flight. you'll 
see that the flight plan is already loaded and displayed on the GPS 
screen. The track is also shown in Map View. 


If you pop up the kneeboard with F10 or the kneeboard icon on the 
panel, you can view the Nav Log for each flight, with all waypoints 
and planned altitudes shown. Note that ATC may not clear you for 
these altitudes. You can accept what ATC assigns, and using the АТС 
menu enroute, you can request higher or lower 10 match the altitudes 
in each plan, as the flights were planned to maximize fuel economy. 
If you monitor the FS2004 Nav Log during each flight, you'll see that 
the program automatically fills їп the actual ground speed. fucl use, 
and elapsed time for each leg. Note also that some longer flights have 
an initial and final cruise altitude after burning olf some fuel. In these 
cases. ATC will likely clear you for the initial altitude. and you'll need 
to use the ATC menu at the point shown in the Nav Log to request the 
final cruising altitude. 














NAVIGATION LOG 


Microsoft Flight Sunulator Flight Plan 
METROPOLITAN OAKLAND INTL -> SCOTTSDALE 
Distance: 640.0 nm 

Estimate d fuel bum: 206.7 gal / 1384.4 pounds 

Eshmated hme enroute: 1 22 
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FS2004 FILLS IN YOUR МАУ LOG WITH ACTUAL GROUND SPEED, FUEL 
USE, AND TIME ENROUTE FOR EACH COMPLETED FLIGHT LEG 
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То fly with F552004's ATC feature, open the 
ATC menu by pressing the ~ key. Depending 
on how much AI traffic you have loaded, you 
may wish to turn down the percentage so you 
can focus on ATC communications with your 
aircraft. ATC will already have your flight plan 
on file when you call for clearance. [n some 
flights. you'll be parked at startup facing a 
building. so remember that you can activate 
pushback with Shift+P, then ! or 2 to steer 
the tail to the left or right respectively. Press 
Shift+P again to stop the pushback. To see 
where you are on the ramp. you can press Ctrl+s 
for a top down view, but don't be surprised if 
the pushback function "loses focus," in which 
case you ll need push Ctrl+s again to return to 
normal cockpit view, then press the pushback 
keys as needed. 


To couple the Learjet autopilot to the GPS. 
make sure the Nav/GPS switch 15 in the GPS 
position — some flights were saved with this 
switch in the Nav position. Though the autopilot 
coupled to the GPS will manage your horizontal 
track when you activate the autopilot in Nav 
mode. the flight plan altitudes are not coupled 
to the autopilot, so you'll need to manage the 
autopilot altitude by scrolling to match altitudes 
on the Nav Log. This is most important in 
descent, as it’s easy to be too high and need to 
"dive for the deck." Make sure you anticipate 
descent steps and slow down to give the aircraft 
more time to reach the lower altitudes. 


For Developers, Aircraft 
Designers, and Repainters... 

On popular file library websites you'll sce 
hundreds of airliners for the brand-name airlines. 
On one popular site as of February 2005. tor 
FS2002 and FS2004 categories, there were 108 
aircraft and repaints for American Airlines, 120 
for Qantas, 224 for United Airlines, and 344 
for British airways, including both flyable and 
Al models. Just for United 777's for FS2002 or 
FS2004 on one website, 1 found 37 models and 
repaints; surely that's more than needed! On the 
other hand. look for а Citation CJ] business jet, 
which | fly in frequently as a passenger, There's 
only one freeware model. Hawker 1000? One 
designed for FSS! Gulfstream G200 (Galaxy), in 
which the flights in this article were flown? Not 


We Fly The World. 
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` AIRBUS A380 


Although it's not scheduled to enter into service until 
2006, you can Пу the fabulous A380 today. The 
Albus A380 features livenes of these airlines: 
Singapore Airlines, Lufthansa, Qantas, KLM, Air 
France, Virgin Atlantic, British Airways and others. 
You'll also get a full 3D virtual cockpit and 


md customized Flight Management Computer (FMC) 


Civil Air Patrol 


that works with the Flight Simulator's built-in Flight 
Planner. You can fly virtually hands-free except for 
take-off and landing. We've also included enhanced 
scenery of the Toulouse (France) Airport - home of 
the Airbus A380 and a series of flights for you to ћу. 
ISBN 1-55755-595-8 $19.95 
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Fly Search « Rescue Missions 


A malor task of the Civil Alr Patrol (CAP) is 
conducting search and rescue operations. Now you 
can use the exclusive Search Pattern software to 
create flight plans for these search and rescue 
operations in FS. The Search Patterns may be one of 
(ме types based on the terrain, environment, and ». X 


other characteristics. These are standard FS flight 
plans that can be used by our special GPS to help 


Lace 15 A LAO. С А Тола оз Oum 


with the search and rescue missions. Take the pilot's 
seat In the Cessna L-19 Bird Dog. Cessna 185 
Skywagon, Gippsland САВ Airvan, DHC-2 Beaver. 


ISBN: 1-55755-596-6, $29.95 


World Extreme Landscapes 


Flying is a great way ta see the молу 5 scenery and 
World Extreme Landscapes transforms that scenery 
Into even more significant visual spectacles. its three 
DVDs contain high resolution. data to deiner an 
extreme level of scenic accuracy that you must see to 
believe. We also include tours for your "bigh'seeing" 
pleasure. ISBN: 1-55755-604-0, $29.95 
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USA Extreme Landscapes 


The beauty of Microsoft Flight Simulator ts the 
available! boundless geographic places you can visit. Drop in 
USA Extrome Landscapes and we'll transform these 
magnificent places into even more visual spectacles. 
This new adventure package delivers a new кеі of 
scenic accuracy that you'll have to 500 to believe. 
We've replaced the defauit еюхабог data with higher 
resolution 38 and 76 meter info which incteases the 
detall 32-fold. The detail is ‘so real - it's unreal! For 
your ^fiighiseoing' pleasure ћу the pre-planned tours 
In the Piper Dakota from Carenado. You'll be аме to 
ІМ “low and slow" and have a chance to soe the new 
landscape up-close. ISBN: 1-55755-546-X, $29.95 


Abacus ЖИН 


5130 Patterson SE 
Grand Rapids, Mi 49512 


l'm hopeful that flight simulator aircratt 
designers and repainters will soon add more 
GA aircraft to 1he world of flight simulation, 
particularly including the full range af business 
jets, instead of modeling and repainting the 
same airliners over and over again. This 
suggested new design effort will enable 
flight simmers to fly the wide variety of GA 
prop aircraft and business jets that OCCUPY а 
significant portion of real атегаћ operations. > 


1-800-451-4319 
мм абасизриб.сот 
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| reewate Frenzy has returned to Computer Pilot magazine! 

, we will track down the best freeware downloads available for a wide 
et of ci il апа combat simulators. Every add-on mentioned in this column 

e ус ия for I КЕЕ ( nternet connection required) thanks to the great community of 
кыы ЫЕ devoting their time to creating awesome simulation masterpicces. 


FlightSim Manager Version 2.8.0 FS2002/FS2004 Utility 


Filename: fsm280.zip 
Author: Rana Hossain 
Available From: www.ranainside.com or www.flightsim.com 


FlightSim Manager is a tool that provides many housekeeping features for your flight simulator installations. 

It will work with both FS2002 and FS2004. The feature set in this software provides important tools for 

both new and experienced flight simulator pilots. For those new 10 the hobby. this utility can help you to add 
new aircraft and scenery files to your simulation, without the need to manually edit configuration files. More 
experienced pilots may wish to take advantage of the interface 10 perform tweaks to some of the basic flight 
simulator parameters. In addition to these features, the program provides several diagnostic tools to check the 
status of your installed aircraft and scenery files, and make repairs if necessary, These are only a few of the 
many available features in this utility. F'ghtSim Manager is the winner of a FlightSim.com Developer's Award 
- check it out and you'll see why! 


Stearman Kaydet FS2002/FS2004 Aircraft/Panel/Scenery 


Filenames: davstea1.zip (FS2002), stear04.zip (FS2004) 
Authors: David Eckert, Mark Smith, Dennis бесісу, Louis Sinclair 
Available From: www.flightsim.com 


The next time you feel like flying low and slow with reference to the bare minimum of flight instruments, 1 
highly recommend you consider David Eckert's Steannan Kaydet. | am showing the Kaydet in Army Air Corp 
colors, and there are five other liveries included in the FS2004 version. The military trainer versions include 
пије in the way of avionics - true to the era, while the civilian version includes modern radios and a GPS. 

The Stearman for FS2004 is packaged with Mark Smith's scenery for Eagle Field (7K S9) in Bentley, Kansas. 
The old hangars and grass strip fit the Stearman nicely. Flight dynamics for the Kaydet are by Dennis Seeley. 
Since Гус never flown a real Stearman, | can't say if the dynamics are like the real aircraft or not - but 1 can 
tell you the airplane is well-mannered and а lot of fun to fly, even with a yoke. Flown with a joystick, l'm sure 
you could perform some of the same maneuvers taught to aspiring WWII pilots. There is a FS2002 version 
available as well - it comes with a single livery and does not include the scenery for Eagle Field. David and his 
team have created a very high quality freeware package - if you're looking tor an airplane to fly just for the joy 
of flying, please consider the Stearman. 


Premier Aircraft Design TB10 Tobago FS2004 Aircraft 


Filenames: tblOgdbg.zip (A/C), ЋАО v-e.zip (GaugevEflects), 110 snd.zip (Sounds) 
Authors: Premier Aircraft Design 
Available From: www. premaireraft.com 


Here's a very nice 4-place, fixed gear airplane to consider flying on your пем cross-country trip. The Tobago ts 
produced by Socata. a division of the European EADS Corporation. This rendition for flight simulator was created 
by the newest member of the Premier Aircralt Design team. Jean-Pierre Brisard. He was assisted by Premier 
Aireraft's founder, Barry Blaisdell, and original member, Bob May. Samy Fay created the aireralt and panel 
textures shown above. Barry's team has been creating great freeware aircrall packages for a long ime now, and 
the TH1G is another fine example of their combined talents. The custom pane! will seem а little unconventional to 
those of you primarily familiar with Piper and Cessna aireratt, but with use you discover that everything is where 
it should be. Many pop-up windows are available to make instrument and avionics adjustments easier. As ts 
always the case with Premier Aircraft, the documentation for both the panel and aircratt features is thorough and 
straight-forward, General aviation fans wall definitely want to check out the 18310. 


| 
| 
Hawker-Siddeley Trident 2 and 3 FS2004 Aircratt/Panel | 


Filename: trident.zip 
Authors: David Maltby, Saverio Maurri, Dave Booker 
Available From: www.flightsim.com, www.DMFlightsim.co.uk 


There has been a resurgence of interest in first- and second-generation jet airliners of late. These are truly 
beautiful aircraft that deserve all the attention they have been getting. Flight simulation enthusiasts are 
extremely fortunate to have developers the caliber of David Maltby to create some great British airliners of 
the early jet era. Shown above is David's Trident 3 in BEA livery departing Edinburgh. The feature list in this 
freeware offering is on par with many payware packages. The Trident 2 and Trident 3 aircraft are included_ 
both with and without a virtual cockpit. Although not a big fan of VCs, David proclaims on his website that 

it “seems [ was wrong. With a few tricks an airliner VC can work!" The 2D panel is equally weil done with 

a host of steam gauges true to the era. A custom autopilot with Autoland functionality is also included - the 
only freeware package I’m aware of with this feature. Former Trident pilot Peter McLeland's tutorial on the 
use of the Autoland system is included. The Rolls-Royce Spey engine sounds are phenomenal - listen to these 
шгћоје 5 in spot plane view as you begin your takeoff roll and you'll swear it's the real thing. There are too 
many other features to list here—download the package and explore more on your own. 


Vistaliners Silver Jet 727 FS2004 AircraH 


Filename: Eastern Whisperjet Boeing 727-200 zip 
Authors: Erick Cantu, Fraser Turner, Steve Drabek 
Available From: www.eastern-va.com/vistalincrs 


If an American-made, second-generauon jetliner is what you have in mind, ] suggest vou take a look at 

this 727-200 created hy Erick Cantu and company as an FS2004 update of the previous FF N model for 
82002. This aircraft was created in a very short time to mect the needs of the virtual airline community. 
with the goal of creating an aircraft that is simple to use and easy to repaint. Erick admits that completing 
the airplane quickly meant that less than the usual amount of effort was expended creating the ight 
dynamics characteristics of the aireratt. In spite of this, I found the airplane quite саху to Йу as long as vou 
heed the developer's waming to keep a bit of power ап during approach! The model includes operating 
cockpit windows and rear airstair - all one has to do is assign keys to the tail hook and wing fold commands, 
respectively, lo operate these features. The Eastern livery is simply outstanding, especially at night gleaming 
in the reflected city lights. Many other liveries are available at avsim.com. This is an aincratt-enly package - 
elsewhere in this article you will find a 727 panel recommendation. 





Airbus A319-100 X-Plane 8.1 Aircrafi/Panel 


Filename: a3 19b6.sit 
Authors: Morten Melhuus, David Hossack, Peter Meningen Dhruv Кага, Martin Balcomb 
Available From: hitp:/xphinefreewure. net 


Attention all Airbus airliner tans - the erew at X-Plane Freeware Project lave released Beta version © of the 
A319-100 for X-Plane Version S.L. As you сап sec, the British Airways livery ts very nice indeed. Additional 
support for the aircraft liveries was povided by Cameron Bowerman and Drew Elkins. A beautiful зе 

is not all you get in this package though. There is а complete eusiem panel included as well. Both 2D and 30 
cockpits are included, although мәсе this is still à beta release. the 3D cockpit ts untidished at present, Fer me, 
the 2D panel is where all the real work gets done anyway, so the mcomplete 3D views did not detract from any 
enjoyment of this aireran. И you are an Airbus (ап please investigate this eldeumg Irom the X-Plane Fieeware 
Project Note that the compressed tile is in the SET lormat. To uncompress and extract the tiles vou will need 
to dawnload the Stulllt Expander utility. 





Boeing 727 Panel FS2004 Panel 
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Filennme: 72?pgspnl.zip 
Author: Gary Smith 
Available From: ммм Шор. сот 


Ifyou have an interest in the 727 Vistaliner, or any other £reewate 727 that doesn't include а panel, chances are 
you don't want to fly it with the detault 737-400 panel. Gary Smith has created a very nice panel for those who 
want everything in view without the need to pop-up аду попа windows. To Bit everything іп, Gary designed this 
panel ta be displayed at a resolution of (280 N 102-4 pixels. While same of the secondary gauges аге a bit small, 
the primary instruments are large and easily read, fulfilling Gans desire to create а panel the Virtual Airline 
pilot ean use in all weather conditions. Some miner editing of the airat configuration files [RADIO] sectien is 
required, and is explained in the enclosed README test file. There are four instrument lighting colors available 
Гог nighttime flights: red, blue, green, and yellow. Panel contiguration tiles are included for cach, so switching 

ta the color scheme you like best is easily achieved. The blue scheme is shawn in the accompanying screvirshot. 
Ifthe higher resolution required by this panel is tvo much for your system, a pood alternative would be Ken 
Mitchell's 72? panel available trom htipiomitelispanelshop.fszsatew лу. coni 
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Pearl Harbor 2004 FS2004 Scenery 


Filename: dbwsimpearlhbr2004.zip 
Authors: Derek Webb and Brendan Webb 
Available From: www.wspilots.com 


Derek and Brendan Webb make up the DBWSim scenery enterprise. They specialize in scenery for the islands 
of the Pacific. Shown above is their upgrade to the FS2004 default scenery for Pearl Harbor and Ford Island 
in Honolulu, Hawaii. Their goals were to update the island to include such significant landmarks as the USS 
Missouri and the historic control tower on Ford Island, and to depict the naval bases as they exist today. The 
authors state "this scenery vastly improves VFR approaches to Honolulu International." | think you'll see 
that the accompanying screenshot verifies their claim. The scenery is only for FS2004 and is по! supported 

for FS2002. The scenery package 1s self-contained - there are no additional files required. Installation is 
straightforward based on the instructions provided. 


Honolulu Airport Version 5 FS2004 Scenery 


Filename: honov5.zip 
Author: Bill Melichar 
Available From: www.avsim.conm 


Bill Melichar's scenery for the Honolulu International airport is a nice complement to DBWSim's Pearl Harbor 
scenery. Bill has completely rebuilt PHNL. It's impossible to encompass every aspect of this airport upgrade in 
a single screenshot. Some of the features included in Bill's scenery are: main terminal, Inter-island terminal. fuel 
storage facilities, 39 gates with jetways, three cargo areas with hangars, realistic ramp lights, airport vehicles. 
and the Aloha Control Tower. Most of these features are visible from the operations side of the airport. Bill also 
decorated the front side of the airport by including parking structures and many coconut palm trees. Since there 
is a great deal of detail in this package, the amount of scenery displayed is based on FS2004's scenery density 
setting: a setting of “Very Dense” enables all objects in the scenery, while a setting of “Dense” eliminates all 
objects on the front of the airport as well as the airport vehicles. The scenery was created for FS2004, but the 
author states it should be compatible with FS2002. Upon loading the scenery alter installing to FS2002, [ got an 
error message about à missing scenery library object - your mileage may vary. 


British Aerospace 146-200 FS2004 Aircraft/Panel 


Filenames: bael46vl l.zip (A/C), һр Бас146200.21р (Panel) 
Authors: Paul Hannity (A/C), Horst Paetzold (Pane!) 
Available From: http://www.avsim.com/ 

— 1 like flying various regional airliners whenever | want to do a fairly short flight in a jet. The unique 
ПАК ~ ~ — — combination of four engines and a regional jet airframe result in the beautiful BAe 146 aircraft designed by 
British Aerospace. Although the real aircraft is no longer in production, the aircraft has been the subject of 
several freeware designers over the years. Shown above is the new aircraft by Paul Hannily in Northwest 
Airlink/Mesaba Airlines livery. The shiny paint on this bird is stunning. To reduce file size, the aircraft docs 
not come with a panel at all - the prospective pilot must install one. Also, the author has not yet completed 
the textures for the virtual cockpit - it is coming in the next version. Horst Paetzold has created a relatively 
simple panel specifically Гог this airplane. |! is a good panel for beginning flight simulator pilots. For 
experienced pilots, Matthias Lieberecht has created a very thorough albeit complex panel for the BAe 146. 
If you have an interest in а panel that's more like a procedural trainer for the airplane, please visit him at 
www.baepanelpruject.com. With either pane! this airplane will fill the bill on your next regional jet flight! 





Lockheed Electra L-10A FS2004 Aircraft/Panel 


Filenames: 1104nwa.zip (A/C), t6v2.zip (P40 Sounds) 
Authors: FS Design Berlin 
Available From: www.tliphtsim.cuni 


Arik Hohmeyer and company from FS Design Berlin recently released their version of this classic airplane. The 
1,-10А began life as a 10-passenger airliner in the mid 1930s and was Lockheed's answer to the Востр 247 
and the Douglas DC-1 and DC-2. The model includes all the F82004 features we have come to expect - virtual 
cockpit, full animated parts, and reflective textures, as can be seen in the screenshot of the L-10A in Northwest 
Airlines livery on a sightsceing flight over Berlin. A 2D panel is included as well. The authors decided to create 
an up-to-date panel for the airplane rather than a period panel, and they've done a nice job with it. Included with 
the aircraft is a Weight Tool that can he used to change aircraft payload. Arik gets credit for the model and panel 
design. Wolfram Becken tweaked the flight dynamics file originally created by Dave Eckert and Nick Botamer 
to produce the L-10A's flight characteristics. Realistic sounds recommended ћу Dale Deluca are packaged in 
the 1-6 Texan file referenced above. 
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Ready for more geographically-inspired flying? In part I! of our article on flying 

VFR in Hawaii, Dr David gets airborne and shows you how not to get lost, and 
without resorting to the use of the GPS or VOR or NDB instruments. 
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This is the first in a series of articles on the art of air traffic control (АТС). It 
is intended as a primer for the aspiring controller but it is also useful for the 
online pilot to provide an insight into what the controller is doing and how the 
controller perceives the online world. 


Our resident French correspondent, Phil Paschutine, was on the ground for the 
46'^ International Paris Airshow, a premier event on the aviation calendar. Find out 
what was on display and why this event attracts visitors from all aver the globe. 
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Doug Horton is back with more information and details about FS2004's 
training program. With the completion of the basic PPL certificate achieved last 
issue, we move on to instrument training. Now the fun really begins! 

So you think you аге a good pilot? Think again! One look at the awesome skill 
of the Virtual Thunderbirds in formation flying will leave your jaw dropping. 
This team of aerial acrobats are not a part of your regular desktop pilot 

breed. 
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Peter Stark offers the second article in a multi-part series on creating your own 
aircraft panels within Microsoft Flight Simulator. Next issue we will explore even 


more processes and steps to building your dream software flight deck. 
We have planned reviews of these great new flight simulation products: 
* Piper Dakota * Airbus Holiday Destinations 
* GoFlight Rudder Pedals * Falcon 4: Allied Force 
* Portland scenery for X-Plane 


PLUS 
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We have lessons on using checklists to ensure correct procedures are followed 
and a look at the theory and practice of flying an aircraft in a holding pattern. 


AND EVEN MORE WITH 


Where readers get to voice their opinion! 


Doug Horton shows you how to get the most out of FS2004. 


, 35 LCI 


Quality aviation images to hang on your walls. 
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The latest news information from around the flight sim world. 


• Landing 2005 ° 


Subscribe online now at www.computerpilot.com to have 
your magazines home delivered for 12, 24 or 36 issue periods! 
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to Computer Pilot Magazine 








nbox@computerpilot com 


Have Your Say! 
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| /C YOUR SIM 
PURCHASES AT PC AVIATOR 


As a valued subscriber to Computer Pilot Magazine - the world's only 
monthly 92-page flight simulation publication - you are entitled to 5% 
off the purchase price of flight sim hardware and software purchased 
through PC Aviator Direct, and this applies to our regular every day 
specials and reduced item prices as well! 


With over 14 years af service to the flight sim community, 
PC Aviator is one of the most well known and trusted flight sim retailers 
in the business offering an extensive range of flight sim software, 
controllers, desktop avionics units, flight sim books, airliner DVDs, | 
computer peripherals, and much more. We have two retail outlets 
- one in the USA and one in Australia, and ме ship to anywhere in the 
world with competitive freight prices! 


Our online store is open 24/7, 365 days a year for you to browse 
through our huge selection of flight sim gear, or to place an order 
online at your convenience. We also fill gift orders and can arrange bulk 
orders for flight sim groups at special discount prices 


For all your flight simulation needs, PC Aviator is your one-stop 
flight sim shop! We are open right now for your convenience at 
www.pcaviator.com 


Y 


Remember that you can earn 5% OFF just for 
being a Computer Pilot subscriber! 


Not a subscriber? Point your browser to the Computer Pilot Website at 
www.computerpilot.com and subscribe today. Subscriptions also 
greatly reduce the cost (per issue) of the magazine! 
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MORE Unusual & Dangerous Airports 


BY ANDREW D. JONES — ) 


n real life, airports with а reputation for being seriously 
dangerous attract few pilots, and even fewer passengers. In 
fact, nearly all airports are designed with the intention to be 

as safe and pilot-friendly as possible. However, safety is a relative 
term. Under the wrong conditions, nearly anv airport can become 
dangerous. Some locations naturally present more hazards than 
others and some danpers appear only after an airport is built. 

For example, when Hong Kong's famous Kai Tak airport was 
originally opened in the 1920s, no one could have foreseen whit 
would happen. Over the decades, the surrounding area of Kowloon 
grew relentlessly until the airport was literally absorbed by dense 
urban sprawl. In its heyday, wide-body jets routinely roared over 
the crowded city center to begin а 47? turn onto final approach, just 
two miles from the threshold, and at less than 1,000 feet altitude. 
The place had more than its share of both serious and minor 
incidents. Blown tires were particularly common since planes 
sometimes touched down before fully coming out of the sharp turn. 
Until its closure in 1998, mastering the curved IGS (instrument 
guidance system) approach to Runway 13 was a point of pride for 
any seasoned airline Captain. The approach was equally famous 
among passengers as one of the most spectacular and hair-raising 
experiences ane could have aboard commercial jet without actually 
crashing. It is said that passengers could see television screens 
through the windows of apartment buildings they flew past. 
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h was probably Kai Tak, lovingly still kept alive in the flight sim 
world, which inspired a growing curiosity among us to seek out the 
most difficult and dangerous airports in the world. There is even a 
popular website, www.dangerousairports.com, which offers an 
organized database of some of the most treacherous airfields you will 
ever find. Below, | offer you a couple of my personal favorites. 


Narsarsuaq, Greenland (BGBW) 


Located in a fjord in southern Greenland, the Narsarsuaq Airport has 
long had a reputation for testing а pilot’s skills. There is also a colorful 
history behind it. It was originally built as a U.S. Army Air Force base 
in 1942 and WWII bulls may be familiar with it by the designator 
"Bluie West One." During the war, the base served as a fueling stop 
for US warbirds on their way across the North Adantic. There were 
also squadrons of B-25s and PBYs stationed there permanently to 
provide escort for shipping convoys. Following the war, the U.S. Air 
Force continued to maintain a presence on the base until 1958, during 
which time it shared the space with the gradually increasing civilian 
traffic. Over the decades since, a variety of airlines have operated here. 
including Greenlandair, Icelandair. SAS, and others. Today, the aircraft 
operating to and from this tricky field include 7375, 7575, А 330. 
and a wide variety of smaller propeller-driven craft. The following 
website contains detailed information for pilots, including a full set of 
downloadable plates: http://iserit.preennet.gl/bpgbw/rooms.html 


CPM. V918 


VIEVY 


Narsarsuaq is a challenging airport for a number of reasons. The approach 
involves negotiating а path among mountains апа meandering waterways to 


a runway that is not particularly generous in size. Adding to the challenge, 
the waters of the fjord are often populated by icebergs that create moving 


obstacles to aircraft approaching low over the water. These icebergs are not 
generally very tall. but certainly present hazards in the event of an emergency. 
Worse yet, they are known to drift quite near the approach end of the runway. 
The weather can present additional dangers. The fjord may be obscured by low 
clouds or fog, and the surrounding mountains often produce dangerous wind 
conditions. Narsarsuaq has a single useable runway (07/25) which is 6000 feet 
long and 150 fcet wide. Due to the surrounding terrain, runway 07 is used for 
landings and runway 25 is used for departures, regardless of wind direction. 
Departures are strictly prohibited after dark, though landings are permitted. 


An NDB/DME instrument approach is available for runway 07. Be aware 


that there is a second, closed runway nearby (observe the large *X" across the 
threshold). which is just over 4,000 feet in length. Flight simmers looking for 


an even greater challenge may want to give this one a whirl. 


The recommended landing procedure is to begin the final approach over 
land, from the opposite side of the fjord. There are peaks in this area as high 
as 1.500 feet. so check the charts carefully and maintain a safe altitude until 
over the water. Pilots following the NDB/DME approach must enter the area 
at 6.800 feet and then maintain at least 3,600 fcet until established on a final 
approach of no more than nine miles. Once clear of the mountains, a sharp 


72? descent 15 made across the water to the runway on the far side. Pilots 
unable to safely manage this descent are advised to follow their normal 


descent rate and then execute a left 360? tum over the threshold. similar to 


the procedure for an emergency landing over obstructed terrain. 


Only local pilots. and those with a thorough knowledge of the area 
should consider using the alternate over-water approach, which involves 
following the winding path of the fjord itself directly into a right base leg. 
for the runway. This is discouraged not only becausc of the dangers posed 
by icebergs and rapidly changing weather, but also because it is easy to get 
lost and to tum down the wrong fjord. One could end up in a nightmare 
situation. flying toward a rocky cliff with neither the space to tum around. 
nor the time to climb away. Obviously, jetliners do not use this approach in 
real life, but it is very exciting to attempt in the simulator. 


When you first visit Narsarsuaq in 782004, it may not seem quite as 
ominous as my description indicates. This is partly due to the fact that 
the default terrain is a little less severe than it is in reality (1 have sought, 
but not found a hi-resolution terrain mesh for this region). Moreover, 
FS2004 does nat have any Al icebergs the last time | checked. Finally. 
keep in mind, that this is a fully functional commercial airport, and 
not some crazy private strip suited only for daredevils. [f the proper 
procedures are observed, landing here is reasonably safe, and in tact. the 
approach is quite easy when done in a small two or four-seat prop plane, 
Still, some of the dangers are subtle, and the job becomes more ditheult 
when approaching in a jet, or when bad weather is added to the mis. 


Fun in the Himalayas 

If my last selection was not extreme enough for vou, this one definitely 
will be. VNLK at Lukla, Nepal, is without a doubt опе of the most 
unique airports in the world, and definitely qualities as being among the 
trickiest and least forgiving. Only about a dozen miles from the base of 
Мі. Everest, this tiny but busy airfield sits at 9.100 feet MSL, and was 
only recently graced with a paved runway. Before. it was surfaced with 
gravel, as it still is in the #5200 default scenery. The whole place is 
carved into a small shelf on the side o£ à mountain. The high end of the 
runway abuts the base of a near-vertical wall of rock, and then follows а 


12? downward slope for 1,700 teet to the mountain's edge, which overlooks 
a raging river more than а mile below. Indeed, it looks more like а ski-jump 


than à runway. 
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Departing planes hold their brakes at the top of Runway 24 while they run 
their engines up to fuli power. and then accelerate down toward the abyss at 
the far end of the runway. М, occurs essentially the moment the brakes аге 
released. After lift-off, a sharp left turn is required to avoid the mountains 
on the opposite side of the valley. By the way. if you arc flying a plane with 

piston engines. don't forget to adjust you fuel mixture for the high altitude ог 
you may not have enough power to climb out of the valley. 


Landing is even more treacherous. One must flv up the steeply ascending 
Dudh Kosi Valley under the shadow of peaks that rise thousands of feet 
above you. The airport comes into view аћег crossing the narrow Lamjura 
Pass, which is only threc or four miles from the touchdown point of Runway 
06. If all is well. you should be about 1.000 feet higher than the threshold. 
By the time you line up with the runway and lower vour landing vear and 
flaps, you will be committed to land. There simply is no possibility for a gœ 
around, because of towering mountains on all sides, Assuming vou make it 
onto the runway, the sharp upward slope should assist vou in slowing down. 
Nevertheless, be careful not to float or to touch down too Fast. Otherwise vour 
landing rol! might come to a violent conclusion as vou impact the rock face at 
the upper end. Unfortunately, Ғ52004 does not allow for sloped runways. so 
your job will actually be more difficult than in reality. You also maw want to 
keep an eye ош for the Maoist rebels who occasionally attack the airport. As 
far as | know, they are not included in 252004. but vou never know. 










There is little technical information available regarding oficial 
approach or departure procedures at VNLA. After all, this is a fairly 
remote place, where the rules have been worked out the hard мах Бу 
local pilots. As noted above. takeoffs and landings аге pretend on 
runways 24 and 06 respectively, regardless or wind. All operations are 
by visual flight rules only, as the airfield has no instrument landing 

System. or radio navigation aides of any type tor that matter. Even small 

cumulus pufls in the valley. will increase the danger proteundly, and 
anything more will shut down the airpert entirely, For this reason, тлом 
operations are conducted in the moming when the aic is at it clearest, 

The majority of trate consists of shuttle runs to and trom Kathmandu, 

сапути mountaineers and tourists; The DHC- Twin Otter secims to 

be the геги ot choice, favored not only tor its STOL capabilities, 
but also for its rugged construction. Steep uphill tandings tend ta be 
rough on landing gear sa keep that in mind when choosing a plane 
Hmm... 1 wonder if 4 C-130 could vet in there in ene piece? After all, 
they landed ene on an aireratt carrier ance... But that was at sea level, 
9,100 feet is an entirely diderent ball of woms. 1 mas have to try it 
whenever Captain Sim gets around to releasing their Herk 
The nearby airtield ot Rumjatar (У NRI Y, is another challenging eld. 
and is only à 13-minute hop away. Û also recommend the larger airport 
at Kathmandu. both as a eatewas into the area, and as a challenging 
place to land in itself tor large jets. Kathmandu is also useful lor 
simulating the shuttle runs to and from Lukla. Someone really should 
start à VA for Yeti Airlines, if they haven't already. 


7. HEAR WE GOI 









|! have found à nice set of freeware scenery for 782004 by Einar 
Aarvik that replaces Lukkes gravel runway in the default scenery with 
a nice paved one, and also adds accurate renditions of the many colorful 
buildings at the airport. It does the same for many other airports in the 
area as well. However, be aware that УМК runway numbering in this 
scenery is all by one digit. treads 235 07 instead of the correct 24:06, 
but the runway is oriented correctly nevertheless. This scenery should 
be used together with the Nepal terrain mesh by Martin Domig. Both are 
available from Avsim and are listed below. 


asi ~ =“ роса "Пн бо be о ке ЕН л 4... Жайыл 
riies avai la Die trom AVSIm.com 


uepalinesh.zip: [erram mesh for Nepal by Martin Donug 
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nepal 189 $2.71: Scenery for Nepal airports, including Lukla, by Linar Aarvik 






BY ROD WHITE 


his month you'll find that your 
regularly scheduled hardware 
coverage has somewhat of new 
format. In order to offer even better 
hardware coverage, we've chanped our 
reviewing format a little, Now vou'll find a 
section for the Pros and Cons at the end of 
each mini-review, detailing some of the fine, 





and not so fine points of the product worthy 


of mention. In addition. instead of listing 
the manufacturer's retail price, we've 
added a Sreet Price, which is based on the 
current selling price of the item online and 
at various ‘brick-and-mortar’ retailers 
combined. We're also working on covering 
more products per article, and we're taking 
a harder stance overall with our opinions, 
so things are changing, and we really hope 
you enjoy this month's column... 


Ultra X-Connect 500-Watt 
Modular Power Supply (Street 
Price 055100) 

A few years back, rounded IDE cables 
became the new standard, as they allowed 
for much better airflow by reducing clutter 
inside a PC case enclosure, Also, they just 
looked a fot nicer. Today you can do а lot 
more than just replace the standard IDE eables 
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inside your PC to help airflow and even add 
а little “bling bling", if you will. Enter the 
Ultra X-Connect 500-Mutt Modular ATX 
Power Supply. While the unit as reviewed 
was provided in a titanium finish with orange 
UV reactive cables, and orange illuminated 
chassis, the unit also comes in a variety of 
different color schemes, but the finish on this 
titanium one is definitely the most appealing 
to the eye. 


Phe X-Connect isn't like any other power 
supply either, because while it conforms to 
the ATX standard, the way you utilize its 
power is anything but standard. With most 
pow er supplies you're always lett over with 
а few strands of cables that you do not have 
à need for; not the case with the X-Connect 
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e the latest available 
; of interest for flight simulation 
erai computing appilcations! 


series of ATX power supplies. By design. you 
plug in only the cables with the power leads 
that you need. the rest can be set aside and 
utilized later, if need be, instead of zip-tied 
up and pushed out ot the way. The cables 

are UV reactive, the unit comes standard 
with dual 80mm fans, it's not noisy, and the 
mirror-like finish is truly a sight to behold. 
While the unit comes with a specific variety 
of cables, other cables are also available for 
purchase separately, making it somewhat of 
an upgradeable power supply. The modular 
design also allows for Ultra to easily add а 
new cable connector type to the existing X- 
Connect power supplies, by simply offering a 
new cable. A prime example would be Serial 
ATA. as some of the earlier models didn't 
otter Serial ATA connectors. but now thev do. 
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Pros: 

* One of the best looking power supplies on 
(ће market. 

• Only the X-Conncct cables that are needed 
are used. making for less clutter and better 
overall airflow. 

* It's a solid and reliable power supply unit and 
500W will provide all the power you need! 

* Expandability, as new cables and other 
types of cables (as they become available) 
can be added later. 


Cons: 

* Over time the cables can become a little 
looser than normal, requiring periodic 
checking. 

• If you put the eye-candy aside. you can 
get an equally reliable and high quality 
power supply for less, only without all the 
visual appeal and *"modular-ness" of the 
X-Connect unit. 


it's certainly a fancy power supply fit for those 
with flair. or for the serious case mod enthusiast. 
Check out http://www.ultraproducts.com for 
more information. 


LTB 5.1 USB Headphones 
(Street Price US$50) 


LTB-USB-M 






o $.1 Six Chambor Surround 
о SafeBaae Tachnalagy 
о 058 Plug 4 Play 

о Ona Plug Intarfaca 

о PC ог MAC Compatible 
о Gaming А Multimedia 
o Voip А Valce communication 
o Removable Microphone 
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| really like unique products, and this next 
item from Listen To Believe 18 one of the most 
unique set of headphones Гус seen in à quite 
some time. By design, the headphones can 
be utilized via the standard stereo headphone 
mini-jack, or plugged directly into a PC or 
MAC via a 0513 slot. What's more, even a 
computer without а sound card can make 
use of these headphones. The unit features à 
built in multi-channel sound processor and 
amplifier, plus in-line volume control, so you 
don't even require а PC audio solution to 
use them. The headphones are well padded 
and are comfortable to wear, even for long 
periods of time, and the unit even includes a 
detachable microphone boom. 
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With regard to sound quality, I'd have to 
say they're certainly above average. They may 
not be as high quality to an audiophile's ear as 
a set of S60 headphones made specifically for 
listening to music, but these aren't made just 
specifically for listening to music. In the way 
of gaming and movie listening, the LTB 5.1 
USB headphones really shine, as explosions 
and flying debris, and feeling like you're in 
the middle of somewhere other than where 
you really are is what these headphones seem 
to accomplish best. 


Pros: 

* No sound card required! 

* They deliver quality sound when it comes 
to games/simulations and multimedia tasks. 

* [n-line volume control. 


Cons: 
* In the music department. you could do better 
with most other S50 priced set of headphones. 


More information available at 
http://www.Itbaudio.com 


Leadtek Winfast TV USB 1! 
Deluxe (Street Price 5100-5120) 
This is Leadtek’s latest break-out box 
TV tuner, this time out, ready for USB 2.0 
and packing a few more bells and whistles. 
Features include an FM tuner with antennae 
cable, a 3-port USB 2.0 HUB, TV tuner with 
PVR (Personal Video Recorder) features, à 
remote control with battery, and а carrying 
case for portability, All of the usual inputs are 
provided for audio and video in (composite 
and S-video), and while you can hook up a 
DVD or VCR unit to the product, since they 
went with the standard 3.5 stereo mini-jack, 
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to do so you'll need a Y-adapter to pull it off. 
The bundled software includes Ulead Video 
Studio 8.0. DVD Movie Factory 3.0. Cool 
3D, MuVee Auto Producer 3 and Inter bideo 
WinDVD Player. enough software to pretty 
much utilize all that the unit has to offer. The 
remote also worked nicely as there was no 
apparent lag in use, which is always a plus. 


It's not entirely cumbersome to hook up. 
but it will take some wire juggling to get it all 
going. Bottom line. if you can hook up a DVD 
plaver or VCR. then setting up the TV USB Il 
Deluxe should be no problem at all. The unit 
itself is pretty small, so it doesn't take up a lot 
of room. and it's self-powered, so all you need 
is an outlet to plug it into. With the included 
software bundle. in no time at all vou can be 
editing and burning. direct to DVD. airshow 
video andor home videos and a whole lot 
more. The included FM tuner i5 also a nice 
litle bonus, and you can even save and record 
direct from FM аз well. 


Pros: 

* Compact in size, ха very little desktop 
space is wasted to accommodate the unit 

e A vanety of usetul multimedia tools to 
utilize, including burning direct to DVD. 
рар опы 

e A built in 3-Port USB 2.0 HUB is a really 
nice touch. 


Cons: 

* The addition of à Y-adapter te go from 
3.5 stereo plug ta ROA jacks would have 
been nice to utilize a video vame system or 
DVD VCR player. 


Leadtek can be found online at 
https wwwleadtvk.com 
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Logitech 25300 5.1 THX 
speaker system (Street Price 
US$135 - US$160) 

While the top of the line seat is stil] held 
by Logitech's 2680 system, the 75300 is 
definitely the second best THX certified 5.1 
speaker system that Logitech currently has 
to offer. 


A hefty 280-Watts RMS of power is what 
the 753006 bring to the table. broken down 
into; 2 x 35.25W front speakers. 2 x 35.25W 
rear speakers, 39W center speaker and, lastly. 
a 100W sub-woofer unit for the "deep" end 
of the spectrum. The speakers come tn а 
nice black and aluminum finish, featuring 
removable grilles and aluminum phase plug 
drivers. They can sit nicely on a desktop. or 
be mounted on a wall or other surfaces by 
simply rotating the base of each satellite. 
Setup 1s a breeze thanks to the color-coded 
speaker wires and a very easy to understand 
user manual. The addition of labeling 
cach speaker on the back (rear left, front 
right, etc) of each satellite really helps to 
spced installation up too, as you can set the 
speakers up first and just run the wires where 
needed, instead of going the reverse route 
when setting up most other systems. 


A tethered remote (called the SoundTouch 
remote) is also part of the package. and on 
it you'll find a single rotating illuminated 
knob (which can be switched between 
main volume, sub, fader and center channel 
controls), a single on/off button, a headphone 
jack, and the Matrix Surround mode button. 
The Matrix mode 15 nice as it takes any 
2-channel or 4-сһаппе! sound source and 








pumps it out via all of the speakers in а 
pseudo 5.1 mode. h's nothing fancy but it 
works and works well when put to the test in 
most games. simulations, music and movies. 


A really nice touch was the inclusion of 
an adapter allowing you to hook the 25300 
system up to most any of the newer video game 
systems (Xbox, PS2. GameCube. etc), giving 
the system a dual role if needed. The subwoofer 
is pretty big 100, fairly heavy and intensely 
loud, two traits that usually make for a good 
subwoofer unit. The enclosure 15 also solid, and 
the unit adorns the Logitech and THX logos. 
АП of the wiring is handled via the subwoofer 
unit. On the back you will find a switch for 
2-channel. 4-channel and 5.1 channel sound 
settings, so if you don't have a 5.1 sound card 
you can still use this speaker system and sul! 
make use of all of the speakers by simply 
selling the switch to the appropriate option. 


Pros: 

* An excellent mid-range 5.] speaker system 
for the money. 

* Great bass response. 

* Matrix mode, and no need for a 5.1 
sound card 10 utilize this system makes 
the Z5300s an excellent option for those 
without the latest and greatest sound cards. 


Cons: 

* The design of tweeter and mid-range 
combined leaves a little to be desired in 
that particular audio range. 


Complete product information for the 75300 
system can be found at 
http://www.lopitech.com 
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i-rocks X Slim Et. USB Keyboard 
(Street Price 535-540) 





While | normally prefer a split ergonomic 
designed keyboard for typing. ! have to 
admit. there's a lot of slick new keyboards 
out there very much worth considering. The 
i-rocks X Slim EL Keyboard is one of many 
different designs that i-rocks has to offer, 
however, this model is illuminated! The 
X-structure design (as they call it) offers a 
low-profile laptop-like keyboard, combined 
with softer and more responsive keystrokes, 
all in a very slim and lightweight unit. As 
a keyboard if offers the standard 104 US 
layout, no extra keys or multimedia buttons 
like other offerings (aside from the EL оп, 
off button) which is used to illuminate the 
entire device. 


Ideally, this ts the kind of keyboard that 
might be considered for LAN parties, as 
being lightweight and very slim makes it 
very portable. І also felt that the illumination 
feature not only looks impressive, but if 
you re anything like me, chances are you 
sit in а dark computer room a lot. So being 
able to see the keys sometimes is a big 
help. especially in most combat and flight 
simulations where odd keystroke combos and 
keys are used to utilize various functions. In 
use it definitely feels different, not so much 
that и would take a lot of getting used to. just 
different. Installation is also very simple as 
no driver 1s needed. Just plug it into a USB 
slot and you're ready to start typing/flying/ 
gaming elc. 1-госКв also claims a lifespan 
of 5,000 hours for the illumination and 
over 10,000.000 keystrokes. While it's very 
lizhtweight, it also feels very solid so it's 
definitely built to last. 


Pros: 

“ Hluminated design looks the part and 
comes in handy in the dark. 

• Slim design is ideal for LAN parties and 
portability. 

“ A very nice looking piece of hardware 
with or without the illuminatton engaged. 
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Cuns: 
* A few extra multimedia keys, and perhaps just ап email and volume 
up/down keys would have been a nice addition. 


The company's website can be found at кіші 
http://www.i-rocks.com سے کر‎ 
Ск 





Enermax Venus CS-10068-B MicroATX Case 
(Street Price USS80 - 05590) 

As home theater and the PC continue to emerge into one appliance. 
more and more unique little bits of hardware are surfacing to help 
make the transition that much smoother. For instance, the Enermax 
Venus Micro-ATX case is just one of many newer cases designed for 
the MicroATX form factor motherboards. 

This is definitely not an upgrade-type piece of hardware. as you 
won't want to dump your existing PC case anytime soon for it, as 
there's just not a lot of room inside a Micro-ATX case. On the other 
hand, 1/5 a very nice case for most any Micro- AT X motherboard to 
build a media-type PC around. 


Features include an Enermax 270-Watt SFX power supply (they're 
known for high quality power supplies too), 2 x 5.25-inch drive bays. 
2 x 3.5-inch drive bays (one of which is hidden), front panel USB2.0 
(2x) and audio in and ош, and IEEE 1394 Firewire connectors. 

The drive bays even come with rubber pads for shock and noise 
absorption, and the toal-free fan also comes with rubber padded bolts. 
One of the 5.25-inch bays also comes with an opening and closing 
door to conceal your existing CD/DVD-ROM drive/bumer, leaving 
the front of the case with a clean and consistent look. The case also 
comes with a base to allow for standing the case on its side like most 
mini-towers, but it can be set flat just the same like the older desktop 
style cases of not so long ago. Cosmetically, it doesn't have the flair of 
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some of the previous cases We've looked at. but its definitely not an 
ugly-looking case by апу means. There's also a variety of colors to be 
had, so getting one to fit in with vour existing home audio video sear 
shouldn't be much of a problem. 


Pros: 

* Inclusion of an Enermax 270Watt power supply. 

. A visually appealing media-center case. 

“ Small enough to tit in with most home audio components. 


Cons: 

* Space is a premium in this ease; so don't expect to do much 
upgrading with bulky parts. 

e Definitely not the case for a power-house Hight simulation 
gaming rig 


More information on Enermax cases and products can be found at 
пр cw ww.mavypoint.com 


That does it for this month's column. Please feel free to email 
write us and let us know how vou feel about the new format. 
Additionally, we're always looking to cuver more unique and 
useful hardware products fur vou our readers, so if there's 
anything we should he looking at that we haven't vet covered, feel 
free to email us with details and we'll see about getting the item(s) 
covered. That aside, be sure to stay tuned for the next installment. 
as there's a lot more new hardware to look at out there, and 

we'll be sure to bring as much of it as we can to your attention in 
future issues. 





— 2 гізі === —- PERSE 


Skill Level: All Levels Instructor... Ben Ippolito 


ften the trim is the smallest and most under- or miss- 

used control on an aircraft. During real life training. 

pilots are constantly reminded of the importance of the 
trim. For, in real flying, to fly an aircraft out of trim takes quite 
a considerable toll on the pilot; indeed it would make any flight 
of over un hour almost too fatiguing on a single pilot. it would be 
akin to pumping weights constantly, and let's face it, as my own 
flight instructor said to me vears apo on my second flight, “We 
trim the aireraft because we pilots are a slack breed, we don't like 
to do much work!" 


Back to Basics 

To discover how most pilots (real and sunulated) misuse the trim 
wheel we need to have a look at the basic aerodynamics that govern 
the flight controls in the first place. Basic flight physics means that 
any time a control surface is extended into the airilow it will create 
drag as the airflow tries to restore the control to its streamlined 
position. This drag not only makes the control inefficient, but the 
restoring force also needs 10 be countered and, as said above, if 
this force needs to be held for any amount of time, it causes a 
considerable amount of fatigue in the pilot. Now, for the most part 
the ailerons and rudder don't need a trim control, and indeed most 
light aircraft are devoid of such controls - only in the larger singles 
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does one see a rudder trim, mainly due to the larger power plant up 
front that means a sizeable rudder force being required in the climb. 
Of course, it is best if we don't have to maintain any forces оп the 
controls at all. In smooth air we should be aiming to fly the aircraft 
hands off entirely, for most student pilots have often heard the 
familiar request from the right seat (to check the trim ability of the 
student) - "Let go of the yoke". 


However. the trim control is NOT to be used to initiate а change in 
the attitude of the aircraft. The procedure pilots are taught is * change- 
check-trim', this means that we tnitiate the change (say level from a 
climb) with the primary controls, so we push forward on the stick. 
let the speed build to cruise speed, set the power (very important in 
a piston aircraft due to the prop-wash blowing over the tail controls) 
then see if the current position of the stick is sufficient. IF not, then 
adjust and check again (you have to wait because it takes а few 
seconds for the aircraft to settle). If so then we adjust the trim control 
until we have to exert no more force on the control wheel. Now, in the 
real aireraft the stick does not actually change position at this point, 
however, due to the limitations of the joysticks that we use (that return 
to center) FS simulates this ‘in trim” condition by moving the ‘center’ 
of the control surface so that, if we are in trim, we are at the center of 
the sticks travel. 
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WITHOUT A TRIM TAB 


* Constant force from deflection into airflow. 
* Constant input required fo maintain deflection. 
* Fatiguing to pilot. 





WITH TRIM TAB 

* Small force created by trim tab, however, due to the arm 
this is magnified, and therefore equals the original force. 

* Reduces forces required and thus, fatigue. 


ig 





^ THIS DRAWING IS ADAPTED FROM MY OWN INSTRUCTIONAL NOTES, 
THE ADDITIONAL LEVERAGE OF THE TRIM TAB BEING ON THE END OF 
THE CONTROL SURFACE MEANS THAT IT CAN (DESPITE ITS SMALL SIZE) 
CREATE A FORCE LARGE ENOUGH TO KEEP THE ELEVATOR DEFLECTED 
AND STOP US FROM HAVING TO CREATE THIS FORCE OURSELVES. IT 
15 SOMETHING THAT BECOMES IMPORTANT WHEN YOU ARE FLYING А 
LIGHT AIRCRAFT IN REAL LIFE BECAUSE THERE ARE NO HYDRAULICS TO 
HELP YOU! NOTE THAT THE POSITION OF THE ELEVATOR, AND THUS 
STICK POSITION, DOES NOT CHANGE (IN REAL LIFE ANYWAY) WHEN THE 
1 TRIM IS USED. 





Note that it is possible to control the aircraft using the trim alonc. 
In fact, many of my flights on my instructor course were conducted 
back from the training area with a simulated yoke jam. We flew back 
m our trusty 172 using only the rudder pedals and the elevator trim. 
the only time my hands were allowed near the yoke was to use the 
push-to-talk so | could communicate to Melbourne's Essendon Tower 
controllers on the radio. But this is neither efficient nor comfortable, 
so itis [or emergency use only, or for building skills just in case of a 
control jam. 


Horses for Courses 

The conventional elevator trim control sits on the end of the 
elevator control. However, as you can imagine, there are different 
types of trim control. One that features on most aircraft is à single 
tab that is fitted to one side of the elevator only. The way that this tab 
works is simple; by using the advantage ot leverage ћу being way 
out on the end of the elevator the tab ean easily match the natural 
restoring foree of the elevator in the airflow. For this trim type the tab 
will move in the opposite direction of the control deflection, Le. if you 
are holding a forward force on the voke (deflecting the elevator down) 
then the trim tab will have to move up to restore the in-trim condition. 
This ts also the way that most rudder trims work and most aileron 
trims (with the tab on one side only). 


^ 
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THIS 15 THE CONVENTIONAL TAIL UNIT OF THE TRUSTY CESSNA 172. 
NOTE THE TRIM TAB ON THE REAR OF THE ELEVATOR, AND ALSO VISIBLE 
15 THE FIXED TRIM OF THE RUDDER (THE PART STICKING OUT AFT ON 
THE BOTTOM OF THE RUDDER). THE FIXED RUDDER TRIM iS SET BY THE 
ENGINEERS AND 15 SET TO PRODUCE AN IN-TRIM CONDITION DURING 


CRUISING FL t 
X 5 IGHT. J 











Є 
THE BIGGER THE AIRCRAFT, THE BIGGER THE CONTROLS. THE LEGENDARY" 


DOUGLAS DC3, OR 'DAK' AS SHE IS KNOWN, SHOWS OFF HER MONSTER 
CONTROL SURFACES AND RATHER LARGE TRIM TABS THAT COME WITH 
THEM! FLIGHT CONTROL COMPUTERS AND STABILIZER TRIM WERE 
UNHEARD OF IN THOSE DAYS, BUT AT THE SUPER-FAST 160KTS THAT THE 


DAK CRUISED AT, THEY DIDN'T MATTER. 





Another kind of trim tab is that which features on Piper airerat with 
the all-moving stabilizer (ог stabilator, Le. elevator and stabilizer), This 
trim tab actually serves a reverse purpose, for the stabilater without a tab 
will simply stay wherever it i5 placed with no torce on the pilot at all. 
Obviously, this is also not à good thing as the pilot relies on this teel to 
fly the aircraft correctly. So these aireratt are titted with what is known 
as an anti-trim tab, This tab has the job of actually creating a feel force 
tor the pilot, and then when ме trim the aireratt we are simply reducing 
this foree. The tab also works in reverse to the ‘conventional’ tab, that 
IS, ИМ move in the same direction as the elevator surface. however 
that is in the out-of-trim condition, when in-trim it will be lush with the 
control. It is interesting to note these differences. For the real pilots it 
changes what we are looking fer in our pre-Bight inspections. For both 
l'm checking that the tab is secure to the surface it's mounted to and that 
the actuator is attached correctly and ts free to do its job. Now for the 
specifies, assuming the elevator trim is set to the takeo(T position: for a 
conventional tab, when E move the elevator U'm looking to see that the 
tab does not move. It it does 1t may indicate the trim control is catching 
en something in the elevator. However, this response would ground ту 
stabilator aircraft heeause 1 am checking that the tab moves in response 
to the control movement (in the same direction remember). 








Luckily, the design engineers found a way around this. By adding a 
screw Jack at the front of the horizontal stabilizer they enabled the pilots 
to change the angle of the stabilizer from the cockpit. By doing this, 
the stabilizer is able to be configured for each stave of flight and the 
problem of running out of elevator is cured. This also cures the problem 
of drag since, when trimmed, the surfaces are streamlined. This offers 
the benefits of the stabilator without the huge weight and complexity that 
would be involved fitting a stabilator to a transport sized aircraft. This 
is why the trim in your average Boeing or Airbus is often referred to as 
‘Stab Trim’. This is the system of elevator trim used in nearly every large 
aircraft, including most corporate jets, turbo-props and airliners. Only 
older airliners like the DC3 and Viscount do not have a stabilizer trim 
system. You can tell what system is fitted to your aircraft by looking а! 
the empennage and observing what the elevator and horizontal stabilizer 
surfaces look like. 





THIS IS THE BACK OF A PIPER SENECA WHICH FEATURES PIPER’S ALL N 


MOVING STABILATOR. HERE | HAVE SLIGHTLY MOVED THE CONTROL 

UPWARDS TO SHOW THE ANTI-TRIM TAB WORKING. NOTE ALSO THE 

LARGE RUDDER TRIM SURFACE THAT IS PROVIDED TO HELP IN THOSE 
SINGLE ENGINE MOMENTS! 2. 





Going Fast 

There are limitations to these configurations when it comes to high 
speed flight. The use of the stabilator is limited in transport aircraft 
due to the size of the control surface and material strength required. 
This limits us to the conventional control setup and this has major 
setbacks where high speed flight is concerned. Due to the setup of the 
conventional trim tab, we generate drag as the control and tab remains 
offset. and this is exacerbated with high speed flight. Additionally. 
there are concerns with control authority due to the large changes in the 


center of pressure as the aircraft changes speed. This means that, if the ^ GOING FASTER MEANS WAYS TO REDUCE DRAG AND INCREASE 
aircraft's tail is set for high speed flight, you would literally run out of ELEVATOR AUTHORITY ARE NEEDED. THIS VIRGIN BLUE BOEING 737-800 
SHOWS US THE HORIZONTAL STABILIZER. IF YOU LOOK CLOSELY YOU 
У ‘ou redu eed. 
elevator as you reduce speed MAY BE ABLE TO SEE THE STAB TRIM TRACK (THE DARK ARC NEAR THE 
FORWARD EDGE OF THE STABILIZER). ALSO NOTE THE LACK OF RUDDER 
TRIM TAB. WE SIMPLY MOVE THE ‘CENTER’ OF THE RUDDER SYSTEM. 








Screwjack attached to leading edge of \ 
horizontal! stabilizer 


NN 


Rollin’ Around 
PP Now let's take a look at the other control surfaces that are able to be 
trimmed in a large aircraft. Firstly, the rudder trim. This is the second 
of the major control surfaces to gain a trim control. This is especially 
helpful in the case of a high-performance single or a twin-engined 
aircraft. This helps because of the widely varying rudder forces that are 
required in these aircraft. For the high-performance single, the sheer 
Adjusting stabilizer postion changes forces on elevator power of the prop wash generated makes it impossible to have a fixed 
and still maintains ocrodynamic forces : 4 
trim surface like that fitted to the Cessna 150, because there is а large 
rudder input required when the engine is at high power settings and 
nearly nothing at all when at low power. For a twin-engined aircraft, 
«Am... the trim is usually left in roughly the same position, with only minor 
changes for each phase of flight. It is in the emergency situation that it 
helps, when we have to shut one engine down, the rudder trim relieves 
the load on the pilot's foot as you have to put in boot-loads of rudder to 
БЕР нн егіні legroe р. г, balance all that thrust on only one side of the aircraft. On light aircraft 
the trim surface is by way of a tab on the afl end of the control surface 
itself, or in some aircraft by way of a spring force applied to the rudder 
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THIS ILLUSTRATION SHOWS THE WAY THE STABILIZER TRIM WORKS. "DM 2-2 : Lebe tt В : Nocti 
ОЕТ THE LEADING EDGE 15 CONNECTED TO TWO pedals to assist you in maintaining that rudder deflection. 
TRIM MOTORS (FOR REDUNDANCY), THIS ALLOWS US TO WIND THE 
LEADING EDGE UP AND DOWN, LITERALLY CHANGING THE ANGLE Naturally, as the top speed of these aircraft increased, so did the 
OF INCIDENCE AND THEREFORE ANGLE OF ATTACK AND, THUS, drag factor of having these control surfaces and trim tabs being 
LIFT FORCES GENERATED! THE BONUS IN USING THIS SYSTEM IS PRENDE SEPA а ће designers work around 
THAT THE ELEVATOR CAN REMAIN FLUSH AND PRODUCE MINIMUM АС ОРО ON Оле designers wen 
DRAG. ALSO, FULL AUTHORITY (DEFLECTION) OF THE ELEVATOR IS this one? Obviously, you can't change the angle of the wing before 
Y AVAILABLE SHOULD THAT BE REQUIRED. y the aileron. nor сап we change the angle of the vertical stabilizer 
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before the rudder, excepting a few military (mainly fighter) aircraft 
that have this ability. There were still trim tabs for elevator and 
rudder surfaces on the Boeing 727. Then came the advent of 
computer flight controls, | don't mean the advanced fly-by-wire 
systems like in the Airbus A320 or Boeing 777 aircraft; 1 mean 

the early computer interfaces that lead to these systems. These 
computers were able to tell the pilots the position of the controls and 
they were also able to give the pilots a varying amount of hydraulic 
power dependant on the speed of the aircraft. 





VIRGIN BLUE'S 737 SHOWING OFF THE AILERON TRIM TAB. THIS TAB \ 
SYSTEM WORKS IN THE CONVENTIONAL SENSE. OTHER AIRLINERS LIKE 
THE 747 AND THE AIRBUS A320 DON'T HAVE THESE TABS, OPTING 
INSTEAD FOR AN “ОРЕ CENTER' APPROACH THAT KEEPS THE CONTROLS 
DEFLECTED BY MODIFYING THE ‘NEUTRAL’ CONTROL POSITION. 








4 THE ULTIMATE IN STATE- OF-THE-ART COMPUTER FLIGHT CONTROL... N 


MOST MODERN COMBAT JETS LITERALLY CAN'T FLY WITHOUT THEIR 
FLIGHT CONTROL COMPUTERS, THE F/A18 HORNET IS ONE OF THEM. IN 
THIS SHOT YOU CAN SEE THE MASSIVE STABILATORS THAT ARE FITTED 
TO THE HORNET. THESE ALSO HELP WITH ROLL CONTROL AS WELL, 
MAKING THEM A VERY COMPLEX PIECE OF EQUIPMENT. THE FACT THAT 
THERE IS JUST ONE PIVOT POINT MAKES THEM GREAT FOR COMBAT 
JETS, WITH A LOT OF CONTROL SURFACE ATTACHED TO THAT. THAT IS 
ALSO THE REASON THEY ARE NOT FITTED TO TRANSPORT JETS, YHEY 
ARE SIMPLY TOO COMPLEX AND ALL THAT WEIGHT FITTED TO ONE 
ATTACHMENT POINT (IMAGINE HOW HEAVY ONE WOULD HAVE TO 
BE FOR THE MASSIVE SIZE NEEDED FOR SOMETHING LIKE THE AIRBUS 
A380) DOESN'T PROVIDE THE SIMPLICITY AND REDUNDANCY THAT 


TRANSPORT JET DESIGNERS AND PASSENGERS ARE LOOKING FOR. 


м, / 





One obvious use of this kind of system is the outer aileron lockout 
function that was developed tor the 747. Phe designers discovered that, 
at higher speeds, the use of the outboard aileron was twisting the wing, 


a very undesirable thing as this could lead to many changes in the wing 
itself. This could even lead to the aircraft rolling in the opposite direction 
to what is desired. So what the Bocing designers did was make a module 
that had the current airspeed of the aircraft fed to it. Once that airspeed 
reached a certain value it would command a valve to close. effectively 
shutting off hydraulic power to the outboard ailerons and negating the 
problem. In fact, this type of system is used in most aircraft that have 
large wingspans. The A330 has no inboard ailerons. but as the outboard 
ailerons are shut off, the roll spoilers control the roll of the aircraft 


What this enabled the designers to do is to change the ‘center’ ot 
the control surface. This means that when the control is displaced in 
the required position to trim the aircraft, the control wheel could be 
released and nothing would change. By moving the natural center of 
the control system artificially. it meant that the control surtace is only 
extended into the airflow as much as is necessary to trim the згегаћ, 
thereby reducing the drag that is imparted on the airtrame. 


Breaking the Barrier 

Everything that we have discussed so far only applies to subsonic 
flight. as the supersonic regime of flight creates very large changes in 
pitch trim. This change in force means а great change of trim in the 
transonic area from approximately МО.94 - М1.35. Now, while most 
transport aircraft are outside of this area, they also have what is called 
Mach- Trim inbuilt, which artificially changes the trim curve tor the 
flight envelope of the aircraft. This system is especially important in 
the high-speed jets like the Boeing 777 which can eruise at МО хо, 
and even more so in high-speed corporate jets HRe the Gulfstream 
550. Bombardier Global Express and Cessna Citation N. the latter of 
which can cruise at up to МО.96. 


This mach-trim was however, tound to be lacking in the supersenic 
fight regime. So when the Anglo-French design teams from BOAC and 
Aerospatiale came to designing the world’s fastest airliner they had to 
come up with à solution. The idea that they came up with alse reduced 
the trim requirements of the aireratt too; Since the balance of the aircraft 
relies on the relative positions of the center of pressure and center ot 
gravity, and given that the center of pressure moves radically in the 
(rans-samie region, an idea was bem... what i£ they could make the 
center of gravity af the aircraft change in response to speed aud thus, in 
response to changes in the center ot pressure? Et Voila... the idea was 
bom, and the extraordinary system of tuel tanks for the Concorde was 
designed and built. The tuel. being the most readily movable w eight 
ın the aircraft, enabled the aireratt to take otf from Londen at ӘК, 
cruise at over M2.0 for the three and a bit hours te New York and then 
slow to approach to land at around. [60&ts. All the while the engineer 
is maintaining the balance and trim ot the aireratt by pumping the tuel 
between the forward and afl trim tanks. This incidentally keeps the 
elevons in a relatis ely neutral position, thus reducing drag and enabling 
the aircraft to fly at over twice the speed or sound! 


Change-Check-Trim 

We have discussed the theory behind the trim surfaces and haw 
this is applied to aireratt of varying sizes. However, what I really 
want to impart is not how these various systems work, but for «ou to 
understand that these systems ace net designed to initiate а change 
in aircraft attitude! They are merely there to assist us in maintaining 
this attitude for long реподх of time. On à similar vein. the aileron 
and rudder trims are also there to assist us in maintaining a certain 
attitude for а period ot time. At the end of the day, if you don't have 
an autopilot to help vou, the trim systems are there to alleviate most of 
the physical werk in ving an aircraft So trim your aircraft correctly 
and leave the workout tor the gym! > 
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ENGINES 


W f sou arc standing on roller skates and 
= 

B throw a heavy rock in one direction, 
ЈА vou will ће forced ta move in th 
opposite direction. H you throw ther 
forwards, the reaction to this action will 
be (0 drive vou backwards: id von throw 
the rock backwards. the reaction 10 this 
actiun will be to drive vou forwards. If: 
ships propeller rotates and moves a mass 
ul w ater reurwacds, the ship will be driven 
in the opposite direction, іл. forwards. H 
an aireratUs propeller moves amass af 
air rears ards, the aircralt will be driven 
ın the opposite direction. Le. lorwurd 

I hiis ws uccorilino to Newton's third lav, 
Which says “any actiun ercates an equal 
and opposite reaction’. А power-umnit 
blawine an air mass rears ards will create 
a гим force which will drive the aircraft 
гейі», A power-anilis ai епгіпе 
(plus ancillary paris) which are tovether 
necessary Lo provide theust, 
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Instructor...Ci 





1. ACTION 


1. ACTION 


AIRFLOW FROM PROPELLER 


^ > ч спав р а 
> | = ! 
Жон БК F% «2 0 9.0 і 
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| - 
FORWARD THRUST FROM PROPELLER 


! NEWION'S THIRD LAW ОР 


1 


EXHAUST AIR TRUST FROM JET ENGINE 


MOTION 








CPM. V918 


-AOUN D SCHOOL 


‘There are various types of power-units which can be used to 
create а thrust force to drive an aircraft forwards. The main - 
engine types are: 














* Jet engine (also known as a gas turbine) which accelerates an air 
mass and expels it гсагуагаѕ, therefore reacting with a forward 
thrust force; or 

* Turbo-prop enginc, which uses a gas turbine to rotate a propeller 
and move the air mass reanvards, therefore reacting with a forward 
thrust force: or 

* Piston engine (also known as a reciprocating engine powered by 
pistons moving up-and-down in a number of cylinders). with a 
engine crank-shaft which rotates a propeller and moves the air mass 
reanvards, therefore reacting with a forward thrust force. 
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Jet Propulsion 

A simple example of jet propulsion is when you release air from 
an inflated balloon. The action of rapid expulsion of the air rearwards 
from the balloon will cause an equal and opposite reaction to drive 
the balloon forwards. 


АГРЕ 1 FROM THE BALLOON 


2. REACTION 


THRUST-FORCE ON THE BALLOON 





( JET PROPULSION CAUSED BY AIR ESCAPING FROM A BALLOON ) 





The same action and reaction for an aircraft is created by its 
jet engine(s). The jet engine is designed to induce air from the 
atmosphere through the engine's air intake, then heat and expand the 
airflow in the combustion chamber by burning the air/fuel mixture, 
and exhaust it to the atmosphere at hiph velocity. 





AIR INTAKE AND COMPRESSOR IAN BLADES 








Driving the air mass rearwards causes а forward thrust force to 
drive the aircraft forwards. The greater the mass of the air, and the 
greater the acceleration piven to it by combustion, the greater the 
thrust force. An aircralt requires а lot of thrust in the takeofT and 
climb and cruise, and also if you have to make а missed-approach 
(when the aircraft is "dirty. 1.e. with flaps and landing-gear extended. 
and causing a lot of drag). 
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LANDING GEAR LOCATION 
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BOEING 727 DURING APPROACH 





AS a jet pilot, you can control the thrust created by the jet engine by 
increasing or decreasing the fuel flow by moving the thrust lever, i.e. 
throttle. Moving the thrust levers forward increases the fuel flow, and 
increases the thrust force 10 drive the aircraft forward. Ри пр the thrust 
levers back decreases the fuel flow, and therefore decreases the thrust force. 





D B727'S THREE THRUST LEVERS PLUS COCKPIT ENGINE INSTRUMENTS ) 


Each engine has a fuel system (to provide fuel to the combustion 
chamber), an ignition system (to start the combustion process in the 
combustion chamber). and an oil system (to lubricate and cool the 
engine's main bearings). An engine whose main function 15 to provide 
thrust can also be connected 10 other systems — electrical system, air- 
conditioning and pressurization system, hydraulic system, etc. 


Components of a Jet Engine 
The construction of a jet engine includes: 


= Air intake (io deliver air to the engine). 

* Compressor blades (to increase the air- mass-flow by pressurizing 
the air). 

* Combustion chamber (to mix the fuel with the compressed air, and 
burn It). 

* Turbine blades (to extract energy from the hot gas stream - to 

provide power, via the engine shaft, 10 drive the compressor to 

continue the airflow through the engine). 

Exhaust and jet nozzle (to maximize the thrust obtained from the 

hot gas stream). 


CPM. V918 









Li Bis 
5»: с. I» m 


" sy 
Pf 
" ж " „= ше 


SLIGHT SIMULATORS LTD J 


РРА AU TEL EllG@nuT cil ATION EDE — 
91! "| 4 4 NIC] 11 SIN 119 UL 1 [el | Df РЕ ој у AL LISTS 


DUDEN your flight training needs 
име have the most cost effective soluttow! 

















18 


......... 
| seovecess 


Piper Seneca FNPT Il 


‘Helic неген Fixed Wing Simula ators 





= "Uu 3 
, Ғы» mm г ты» m aem ro E 


| | | 1 
Е ейп Simula Bd > 511: ت‎ 44 


Hangar 12 Gambling Close 
Norwich international Airport 
- ne Р Norwich, United Kingdom 

Ae ind ie f Tel: +44 1603488680 
$350/355 Helicopter | Email: sales@aviationsimulation.co.uk 


uy online trem our GHEINE SROP at: 
“ 
| 





~ 










t 








To create an airtlow through the engine: 


* The jet engine's turbine is forced to spin at û high speed: and 

© This rotates the engine shaft which rotates the engine's compressor, 
Which Induces air into the engine's combustion chamber where it is 
mixed with fuel and ignited and bumed creating a lot of energy in the hot 
gases (air and fuel) as it moves through the turbine to the exhaust dict. 





The high-speed combusted airflow moving through the turbine 


R A URE 
‘COMPRESSOR COVEAESSOR COMBUSTION HET EXHAUSERICIEM blades rotates the turbine, Which rotates the engine shat. which rotates 


the compressor blades, which induces а continuing airflow inte the 





| шон Ры оны combustion chamber, where it is burned. The action of the very high 
[3 Bu ХАБ matna JAGE, ОЦЕ speed exhaust airflow (blown out ot the back of the engine through 
~ Ма, ded, 34 АМО Ath STAGE TURBSSES the exhaust duct) causes an equal amd opposite reaction on the engine 

8 ки structure, and this thrust torce drives the aireratt forwards. 
( A JET ENGINE ^ 
——— + The process continues... 
The fuel air combustion continues as new air and fuel is continually 

Starting a Jet Engine brought into the combustion chamber, and is ignited automatically by 

On your PC Flight Simulator, you can easily "start? a virtual the already-burning fuel air mixture, With this continuous combusrion 
jet engine simply by pressing "Си E^. The PC's "engine is then occurring, the iinition system (whieh was used initially to start the 
operating. In a real aircraft, however, starting an engine is a ћи engine) is no longer required. 


more complicated. 
Turbo-prop Engines 
The three conditions required to start a real jet engine (i.e. a ће construction of a turbo-prop engine includes: 
gas turbine engine) are: 
* Adr intake (to deliver air to the engine). 


e A suitable flow of air through the engine. • Compressor blades (to Increase the air mass-tlow by pressurizing the air). 
. A flow of fuel to the combustion chamber. e Combustion chamber (to mis the fuel with the compressed air, and 
* А source of ignition to start the combustion, burn it). 
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* Turbine blades (to extract energy from the hot gas stream - to Y ERE UE ccu 
provide power, via the engine shaft, to rotate the compressor to Ба : oer 
continue the airflow through the engine. and also to rotate the 
propeller which creates thrust to force the aircraft forwards). 

* Exhaust and noz2le (to direct the low-energy gases away from 
the engine). 





У 


RADIAL ENGINE ) 





^ piston engine uses: 


* combustion of an air/flow mixture in the confined combustion area 
of a cylinder (to create energy to drive the piston to increase the 
combustion area); then 

* exhaust the burned gases to release the pressure in the cylinder (to 
allow the piston to move back in the other direction). 

* the reciprocaung movement of four pistons (or six or eight or 
more, according to the design of the engine) rotates a crank «һай 


COMPONENTS OF A TURBO-PROP ENGINE ) which rotates а propeller which. by driving air backwards, creates a 


б 
M forward thrust force to move the aircraft forwards. 





Piston-engined Aircraft 

Piston engines and propellers were used for many years, well 
before the development of jet engines with their enormous energy, 
and therefore not requiring a propeller. Piston engines are still used. 
especially in smaller aircraft. There are many designs for piston- 
engines (i.e. reciprocating-engines) including radial-cylinders as used 
in the DC3 and many other old aircraft, and horizontally-opposed- 
cylinders as used in most modern training aircraft. 
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( SIX-CYLINDER, HORIZONTALLY OPPOSED RECIPROCATING ENGINE ) 





Conclusion 

Before you start a real engine, you should read and understand the 
aircraft's manual and be aware that engine start procedures ditler 
between each individual aircraft. Consult any aircraft checklists for 
appropriate procedures to start the engine in your preferred aircraft (if 
available). The last thing you want to do is melt down à multi-million 
dollar engine... the chief will certainly not be happy! 





Keep Flying. 
RADIAL PISTON ENGINE AIRCRAFT Charlie Victoria > 
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ROUND 111 ADVENTURE 





/ UNITED PARCEL SERVICE REGULAR TRANSPORT ROUTE 


BY AL PELLETIER 


H vou have undertaken previous Round Robins. ship the nest 
paragraph, jump right in, and have fun. For those whe are new 
to (his, Round Robins are published with the intent of having 
FHeht-Simnmers fly. look at the seenery, refresh our Geography, 
practice our cross сөппігу navigation, perform approaches al 
different airports allover the world, and have some EUN, In 
the message, vou will be receiving info like: airport departure 
and runway number. ОК and МОВУ enroute, two or three 
middle airport destinations, for VER or INST approach, and 
back to vour point of departure (Round Robin). You will also 
be given TLS and LOM freg.. minimums, procedures cte. and 

a little background on the geography ef the area. After vou 

Пу a few of these, vou will have а much better eominand and 
understanding of the different types of published procedures. 
You will learn to handle alot of information in a vers short 
Hmc, while still maintaining control of your тега. 


ound Robin adventure: United Parcel Services (UPS) 
regular transport route in Central Europe. 1t was flown 
with Microsoft 8200018200231 82004 but can be flown 
with any Flight Sim that has the required Airports and Navaids 
included in its own database, 


Great add-ons for this flight: 


(Most freeware files can be found at flightsim.com or avsim.com) 


AIRCRAFT AND PANEL: A300B4-603-AIB-HNAC-V2. zip. 
IINAC's awesome Airbus A300-600 can he found at 


http://www.hnac.orp/ems prod. At the time of writing, the UPS 
livery for this airplane still wasn't available. 1 used the Lutihansa 
livery that ean be downloaded at the same place as the main aireratt 
on the HNAC's website. SCENERY: Ruud Faber's great add-on 
textures for Europe which сап be found at ћир: www.fscene.com. 
AIRCRAFT AND PANEL: There are numerous 4300-600 packages 
available at ws w.avsini eom and ww w.tlightsim.coim 


Al's Flight Sim tip for this month's flight 

During the long taxi period to my assigned runway. [take the 
opportunity to review all my frequencies and to set up my Autopilot 
tor activation atter positive climb is achieved. I go over the upcoming 
assigned altitude, rate of climb, heading and speed restrictions. [also 
review the Hight plan one more time. There is always something to du. 
especially when vou are doing all the work by vourselt with no First 
Officer to help out. 


(A lot of notes regarding ATC will pertain only to FS2002\ 
FS2004 users) 


Мау 1 suggest. that vou READ the route a couple of times before 
starting ош, so that you'll have the flight plan fairly clear in your 
mind. Especially in a fast medium or large jet aireratt, there isn't 
much time to spare and definitely no room tor errors. 


The scenario and tasking for this exercise: We are Путу for UPS 
on the Airbus A300-600. Неге, РИ depart a би from the usual format 
since this Sight is based on a true, every-day tight schedule. 








у recommend 
ћир: | 

.0 s prod/ and download 
^irbus A300-600 package. It is one of the 
| "freeware" packages out there. You | 

. also find a lot of details about the airplane. 

. Į suggest that you read the manual before 
|. arempiing to fly this aircraft. 










т”/ Second. tie route in details: My friend, Capt 
Dan Wells. was kind enough to help me with 
this article. h has been a real eye opener. 

It's a tough night job that demands your 
maximum attention, at a time when your 
body is supposed to be asleep. 1 attach here а 
comment bv Capi Wells: 


“Ие, actually, only start the route in 
Cologne on Sunday nights. The rest of 
the week we start from and return to 
Budapest. We always stop in Vienna in 
both directions. Sunday night we start in 
Cologne and leave а! 3:20am, 1 believe. 
The departure time might be a little later 
or earlier, 1 don't remember for sure, 








but it's in the middle of the night! From 
Budapest during the rest of the week we 
leave the hotel at 7:15 pm or thereabouts 
and get back in the next morning about 
7:30 am. It’s a long night, with about 

a two hour layover in CGN while the 
packages get sorted. Most of the time, 

we are battling fatigue. With four legs a 
night and little sleep, you have to be at 
your best all the time. Vienna weather 

is usually terrible, especially in winter 
(either foggy/rainy or downright wicked). 
Back in February we were fighting 

heavy crosswinds, snow. ice and low 
visibility every night, in Vienna, the whole 
week. Every single landing in VIE was a 
real challenge, and then it was cold as hell 
once we were on the ground! 


I wrote this article with the idea of 
duplicating Capt D. Well's flight and. 
therefore, you'll find the weather terrible and 
the flight should be flown at night. during 
winter. I’ve also included the extra stop in 
Vienna on the way back. 


Round Robin Adveniure: 
Cologne-Bonn (EDDK) >> > 
Vienna Schwechat Airport 
(LOWW) >>> Budapest 
Ferihegy (LHBP) >>> 
Vienna (LOWW) >>> 
Cologne-Bonn (EDDK) 
Approx total distance 1200 nm. 


NOTE: For the purpose of these exercises, 
we will assume that we are receiving Radar 
vectors to different VOR S or ILS interception 
points. In the “Real” world of today, aircraft 
usually receive vectors to the interception 
points, to ensure proper separation. I'm also 
assuming that you will have а good look at 
the Approach plates for each segment. 


One more note. If you are using ATC for take 
off, taxi and landings. vou might be given 
different RWY or taxiway. depending on те 
weather. You might even input the whole trip 
та FS flight plan and Ду it that way. 


BEGIN 





First leg: 


Cologne-Bonn (EDDK) >>> 
Vienna Schwechat (LOWW) 
Approx 450 nm. 


* Clock to 2330L, season winter. Weather: 
Overcast cumulus based at 2000 tops 
14000, wind 320/15G22, and precipitation 
moderate snow with 2nm visibility. Temp 
22Е Dew Point 24. 

“ Select Cologne-Bonn under Germany/ 
Airports, ramp Heavy Cargo. 

* Dial in the WIPPER (WYP) VOR 
frequency 109.60 on NAV 2. 

* Taxi to and Take ofl (T/O) RWY 32R. Climb 
RWY HDG to 2500, followed by a right tum 
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to НОС 055. Track the МУР VOR to on top 
and continue climbing to 31,000. 

* Ontop WYP, turn right HDG 145. Dia! 
in and track the COLA (COL) VOR 
frequency [08.80 to on top. 

* On top the COL VOR, turn left HDG 110. 
Dial in and track the GEDERN (GED) 
VOR frequency 110.80 to on top. 

* Ontop the GED VOR, tum right HDG 
121. Dial in and track the ERLANGEN 
(ERL) VOR frequency 114.90 to on top. 

* On top the ERL VOR tum left HDG 108. 
Dial in and track the STOCKEREAU 
(STO) VOR frequency 113.00 to on top. 

* 75nm out of (beforc) the STO VOR begin 
descent to 4000. 

* Enroute, dial in the LOC OEN frequency 


LOWW /VIE 
SCHWECHAT 
AT)3 Ает. а! 
122.95 112.2 113.0 
5 Firing! 
^ Арсһ Ста 
: 3427 


115.51128.2 


108.1 and set course 342 on your NAV | 
ОВЕ in preparation for an ILS to КУМ 34 
at Vienna (actual course 542. elevation 
586. RWY Length 11.800). 

“ Ontop the STO VOR, tum right HDG 
160. Dial in and track the SOLLENAU 
(SNU) VOR frequency 115.50 to on top 

* Over the Sollenau VOR tum left HDG 
094 and descend to 3000 to intercept the 
localizer. 11 will be a sharp 90 дер turn to 
get on course. Check the approach plate. 

* 5nm back, you are cleared for a full stop 
to RWY 34 at Vienna. Check gear down 
and locked. 


Land at Vienna and (аке first left. passed 
RWY 29's threshold, to the freight area. 
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а e Since this is going to be a short flight, frequency 115.90 to on top. Reduce to 
ay m you can also prepare for your arrival by approach spced. 
۷ ienna (LOWW) >>> dialing the LOC FHL frequency 111.5 - On top the TPS VOR, turn right HDG 188 
4273 Budapest Ferihegy (LHBP) and setting course 310 on your NAV ] and continue descent to 3500. Dial in and 
_ Approx 145 nm. OBI. (RWY length at Budapest is 9861. track the MONOR (MNR) VOR frequency 
t elevation 495). 112.50 (this will take us to the interception 
, e Clock to 0330L. Weather remains the same «° Taxi to and T/O RWY 34, right climbing point of the LOC). 
as leg 1 (Nasty winter conditions). tum to 17,000, HDG 080 and track the * (There is an LOM for this approach 
* Adjust your fuel to be at landing weight JAN VOR to on top. BUDAPEST (HM) frequency 420). 
in Budapest. Should be about 40.000%5 * On top the JAN VOR turn right HDG * Continue with the approach. 
on the Airbus 4300-600 with 80,001Ь8 112 and home the OKI NDB to on top • 5nm back. you are cleared for a full stop to 
of cargo. Our Max Landing Weight is (this is to keep us on our assigned Low RWY 311. at Budapest. Check gear down 
306.6501Ь5. Alt airways) and locked. 
• Dial in the JANOVCE (JAN) VOR • On top the OKI NDB. tum right HDG 
frequency 110.80, and the STUROVO 121 and begin descent to 4000. Dial in Land at Budapest and take first left to 
(OK!) NDB frequency 378 on your ADF. and track the TAPIOSAP (TPS) VOR cargo area. 
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Third leg: 


Budapest (LHBP) >>> 
Vienna (LOWW) 
Approx 120 nm. 


• Clock to 0530. Season winter. Weather still 
as for the first leg. 

« Select Budapest Hungary under airport. 

* Dial in the GYOR (GYR) VOR frequency 
115.10 on NAV 2. 
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* Taxi to and T/O RWY 31L. left climbing 
turn to HDG 281, continue climb to 16,000 
and track the GYR VOR to on top. 

* Enroute dial in the LOC OEN frequency 
108.1 and set course 342 on your NAV 
І OBI in preparation for an ILS to RWY 
34 at Vienna (actual course 3442, RW Y 
length 11,800 elevation 586). 

* On top the GYR VOR. begin descent 
to 4000 and maintain HDG until 32nm 
passed the GYR VOR. 











« 32NM passed GYR. tum nght HDG 300 to 
intercept the LOC (about an 18nm run to 
the interception point). 

* Intercept the LOC and continue with the 
approach. 

• 5nm back. you are cleared for a full stop 
to RWY 34 at Vienna. Check gear down 
and locked. 


LAND at Vienna and take first left passed 
RWY 29 to Cargo area. 
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. as for the first leg. 


frequency 113.0 


ыы,” 
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* Select Vienna, Austria. Cargo area. 
Dial in the STOCKERAU (STO) VOR 


Taxi to and T/O RWY 29 right climbing 


e 2. Clock to 0730. Season winter. Weather still 


turn to НОО 312, continue climb to 35.000 


and track the STO VOR to on top. 
On top STO tum left HDG 293. Dial in 


and track the ERLANGEN (ERL) VOR 
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frequency 114.90 to on top. 

* Ontop the ERL VOR tum right HDG 299, 
begin descent to 3000. Dial in and track 
the COLA (COL) VOR frequency 108.80 
to on top. 

* Enroute, dial in the LOC IKEN frequency 
109.7 and set course 319 on your NAVI 
OBI. and tune in the COLOGNE-BONN 
(LV) NDB frequency 327.0 on your ADF 
in preparation for an ILS to RWY 32R at 
Cologne-Bonn (actual course 319, RWY 
length 12,516” and elevation 302”). 

* Over the COL VOR tum left HDG 254 to 
intercept the LOC. 

* Intercept the LOC and continue with the 
approach. You should have the LV NDB 


*g0**90 Em ~ +5 =". 
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right on the nose otio 
LOC. 

* 5nm back. you аге cleared for a ІШІ stop to 
RWY 32R at Cologne-Bonn. Check gear 
down and locked. 


intercepting the 


Land at Cologne-Bonn and proceed to 
terminal area 


Welcome home! 
END 


Final notes: 

My thanks to Capt Dan Wells and crew from 
UPS for helping with this article. On some of 
our phone conversations Capt Wells talked 

to me about all the problems associated with 
continuous night flying. one of these being 
trying to get some sleep and rest in the hotel 
room during day time hours - cleaning stall 
coming in to clean the room, ignoring the 
“do not disturb” signs and the cold food 

on board, that was packaged 36 hours ago. 
and the constant battle with fatigue. 1 have 
experienced some of these problems while 
flying in Maritime command, 25 years ago. 
We would usually brief at 2300 to go out on a 
20 hour patrol. But ! have never experienced 
it on the level that the freight pilots do. My 
hats off to all of them! 





Al's thank you box: 

Without thc people below and our 

payware/freeware designers, I couldn't 

write these articles. So my sincere thanks 
ta all those and to flightsim.com and 
avsim.com 

1. Quotes and photos from Airways magazine 
are courtesy of and with permission of the 
Editor. Many thanks! 

. To Chris Squire for test flying the route. 
Chris is a retired military pilot with over 
12.000 hours of flying time. 

3. 1 use FSNavigator for all by flight 
planning. a courtesy of the FS Navigator 
team. 

4. To Justin Tyme (FSGENESIS) and to 
Ruud Faber (www.fscene.com) for the 
great terrain textures, that make my writing 
so much more enjoyable. 

. To the HNAC team for their great Airbus 
A300-600 (http://www.hnac.org/ 
cms prod/index.php) Your team did an 
awesome job on the Airbus A300-600! 

6. To AVSIM and FLIGHTSIM.com for 

being there. 

7. To Selcuk Oral for doing the UPS livery. 
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Cheers and keep on reading Computer Pilot 


Al > 





Products Clearet 
The Pilatus PC-12 + " 


For Flight Simulator 2004 SS 


Includes: Commuter, Executive, Cargo, and 

Multimission surveillance configurations. Plus: 

& а visual model with and without a virtual cockpit 
М cabin, accurate flight modeling, advanced glass 

E avionics suite and a custom GPS system. It also 

о. includes caution and warning voice alerts їп 

EE English, German, Spanish and French! 


















































For or Flight Si Simulator 2004. 


Flight Environment adds beautifully rendered 
clouds, new skies, and all new water 
environments. You can make custom settings. 
or use the randomizer that can create over 
170,000 different combinations. "See Flight 
Simulator like you have never seen it before!" 


Level-D Simutations: 





With years of develpment and research, Level-D 
Simulations: The 767, is one of the most amazing 


It is not just a simple drop-in aircraft. but an 
entire suite of components that function 
together in order to give you the most 
accurate simulation experience possible. 





Designed by Flight! in cooperation with ATR! 

In co-operation with the aircraft manufacturer, 
ATR, Flight One Software is pleased to announce; 
the development and coming release of the 

most realistic commuter aircraft package for 

] Flight Simulator. "ATR will set new standards | 
in the Microsoft Flight Simulator world." | 


athe Flight! Skyhawk 1728 captures the spirit and 
feel of this famous and popular high wing, single 
engine aircraft 

Features include a photo realistic 2D panel. 3D 
aircraft model, exceptionally clear virtual cockpit, 
new sounds, and flight dynamics that have been | 
developed using the real performance tables. 
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With over 25 years in the joystick business, CH Ргоаисіѕ' 
has helped create a worldwide flying frenzy in the Flight 
Sim market. What better way to kick off our Silver TES 
Anniversary, than with the most realistic Throttle Quadrant 

in its class. Take off with the newest addition to the most 
authentic computer flight peripherals on the market. 


CH Products Ф 970 Park Center Drive @ Vista, СА 92081 Ф Tel: 760-598-2518 
hitp://www.chproducts.com/retail/index.htm! 





Pro Throttle USB Pro Pedals USB Flight Sim Yoke USB | Fighterstick USB Combatstick 568 

















Flightstick Pro USE 





